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IF IT WERE A MOVIE, 
IT WOULD HAVE 5 STARS, 
SHOW 8 WORLDS 
AND PLAY FOR 30 HOURS. 
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| Can an adventure be too big? Can mayhem be too crazy? To find out, join Donkey Kong? in his greatest challenge ever. You'll discover 

huge new worlds that go on forever. You'll meet Donkey and Diddy's new friends, Lanky, Chunky and Tiny, with hundreds of exciti 
new moves. And you'll come up against the biggest, toughest bosses you could imagine. On top of that there are crazy new arcade | 
games you can play along the way. Is it too big? We had to include the N64 Expansion Рак" {о even make it possible. : 


© 1999 Nintendo. Game by Rare. ™, & and the “№ Logo are trademarks of Nintendo of America Inc. Rareware logo is a trade 
© 1999 Nintendo of America Inc. Game, System and N64 Expansion Pak sold separately except when bundled. 
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PlayStation 


It’snotdriving It’s amotorized beat-down. 
Leave skid marks on 25 different tracks. 
Reduce your fellow drivers to roadkill. And 
if yowre man enough to survive the hair- 
pin turns, you'll score a TURBO boost. 
Unless, of course, you get 86’ed bya TNT 
crate. Plug in the Multi Tap adaptor and 
up to four players can race to the ugly fin- 
ish. With over 12 playable characters in all. 
Basically, it’s a full-blown war on wheels. 


www.playstation.com 
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Once he gets behind the 
wheel, things get ugly. 
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Featuring Original Wu-Tang Clan Music. 


www.activision.com 


ACTIVISION. 5 ЕЗ 


Activision is a registered trademark of Activision, Inc. Wu-Tang: Shaolin Style is a trademark of WuWear, Inc. © 1999 Activision, Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 
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Face up to 
three opponents 


| as you go 
| head-to-head 


in ultra-violent, 
arena-based 
martial arts 
brawls. 


Master the 
attacks and 
weapons of all 
nine. Wu-Tang 
members, such 
as GZA's 


"| dead Overhead 


Smash. 


Dominate “with 
moves like 
Masta. Killa’s 
Death Blow and 
be rewarded 
with cinematic 
fatality 
sequences. 


Unleash: Kung 


| Fu fury in 
M Staten Island 


streets, 
Chinatown 
warehouses 
and ancient 


temples. 
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ALSO COMING SOON FOR NUON™. AIRPLAY™ АМО reLOAD™ ARE TRADEMARKS OF XI INTELLECTUAL CAPITAL INC. (PATENTS PENDING). PLAYSTATION® 
AND MULTITAP™ ARE TRADEMARKS OR REGISTERED TRADEMARKS OF SONY COMPUTER ENTERTAINMENT INC. NUON™ IS ATRADEMARK OF VM LABS INC. 


Ask for AIRPLAY™ at your local store 


In ancient Egypt, it was 
common practice to have your 
internal organs removed 
and your brain pulled out 
through your nose. 


Of course ancient Egyptians were 
lucky enough to be dead first. 
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; Pus new pile les and a totally new 
E: моне control system this is а 
totally new Tomb Raider. 


‚ Let's just hope it's not Lara's last. 


CONTENTS novem 


FEATURES 


46 Resident Evil: 
The Horror Spreads 


Resident Evil 3: Nemesis for the PlayStation 
leads Capcorn's onslaught of zombie games 
that includes Resident Evil 2 for the N64, 
Resident Evil: Code Veronica for the 
Dreamcast—and even Resident Evil 
for the Garne Boy Color! 


PROSTRATEGY GUIDE 


174 Final Fantasy VIII, Part 2 PlayStation 
Your quest is almost complete. This ProStrategy Guide takes you 
all the way to the final battle with Ultimecia! 


226 Tony Hawk's Pro Skater PlayStation 
Learn all the board-bustin' moves you need to complete each 
level's objectives—and find all the hidden tapes! 


2 40 Soul of the Samurai, Part 2 PlayStation 
If you want to engage in Soul of the Samurai's final showdown, 
you have to beat the game as the ninja, Lin. Here's how! 


2 Tekken Tag Tournament Arcade 
Here's the lowdown on the five characters from Tekken 2— 
Armor King, Ganryu, Baek, Jun, and Michelle Chang—with a 
selection of their beginner, intermediate, and advanced combos. 


256 Football madness! Passwords, codes, tips, and tricks for Madden NFL 
2000, NFL GameDay 2000, NCAA GameBreaker 2000, NCAA Foot- 
ball 2000, and NFL Xtreme 2! Plus, WWF Attitude and more! 
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WWF Wrestlemania 2000, Tomorrow Never Dies, 
CTR: Crash Team Racing, Turok: Rage Wars, Toy 
Commander, and more! 


D ProReviews 
ProReviews 
© ProReviews 


Was Command & Conquer: Tiberian Sun worth the four-year 
wait? Plus, previews of Battlezone ||, Omikron: The Nomad Soul, 
Star Trek: Armada, and more! 


NFL 2K for the Dreamcast is something else! Knockout Kings 
2000 looks like a champ—and NASCAR 2000 for the PlayStation 
earns the checkered flag. 


Коге-РГАУЕК5 REALM 


175 game over for Final Fantasy VIII, while Final Fantasy Anthology 
reminds us where it all began with enhanced reissues of the clas- 
sics Final Fantasy V and VI. Plus, Suikoden || and others! 


The best years ever for video games are The Legend of Zelda 
beginning now! legend continues! 


GamePro readers speak their minds (again). 


The art just keeps rolling in from our drawing 


demon readers! The Game Boy's growing up with a 


new 32-bit machine. 


Mixed emotions about the PlayStation redesign. 


It's SPITE for online mystery lovers. 


Suzuki knows that keeping kids in cool gear 
(©) is а tough job for any parent. That's why 
right now during the Suzuki Pre-Holiday 
Holiday Promotion, we will give you all the 


coolest stuff we can, absolutely free. Just 
buy а 0580 or QuadSport® 80 ATV and we'll 
give you $200 towards anything in our 
store. Or for younger kids who have been 


saving up to help buy a JR50, we'll give you 
$150 worth of accessories. Choose from 
helmets, jerseys, boots, gloves and more. 
Just get to a participating Suzuki dealer by 


December 31% and see 10 Е L 
could be the first time you get them an 27 
outfit that they're not in a hurry to take off. 


\ 


+ о Рика | 


MWww.suzuki.com 


| COM 

always supervise young riders. Review ће owner's manual with your youngsters and always inspect you ‹ 

[уйе aged 12 or older, Adults must always supervise riders under 16. Suzuki highly recommends that all ATV riders take a training сом 
sofety and training course information, see your dealer or call the SVIA at 1-800-852-5344. ATVs con be hazardous to operate. For о 
eye protection and protective clothing. Never ride on public roads. Never carry passengers or engage ig. Avoid excessive 5 

terrain. Along with concerned conservationists everywhere, Suzuki urges you to “TREAD LIGHTLY” on public and private land, Preserve i 
“showing respect forthe environment, local laws and the rights of others when you ride, Ас 1/1/99 trough 12/31/99. $ 

accessory offer for 0580 and 1180. See participating dealers for details. Acc s T ıd тоу. 
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PlaySlatign and the PlayStation logos are registered и 


in combat, life ov death is often а | 
split-second choice. You're on a covert 
operation for Military Intelligence with 12 


authentic WWII weapons at your disposal, 
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Your mission: execute high-risk rescues, 
"evade Gestapo search parties, and 
sabotage enemy U-hoats. Ай to cripple 
the Мәді regime and ensure freedom. 
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Allied war 


Look for the Vigilante 8: 2nd Offense" 
High Octane Comic Book from (1009 


= 4 


PlayStation 


Sega 
Dreamcast. 


All screen shots from Sega Dreamcast", except for four-player shot from Nintendo 64“. 


Activision is a registered trademark and Vigilante 8: 2nd Offense is a trademark of Activision, Ine: 61989 Activision, Inc. покопа йайётай of uxo Cor. А rights 
reserved, Licensed by Sony Computer Entertainment America for use with the PlayStation game console, PlayStation and the PlayStation fogos are registered trademarks of 
Sony Computer Entertainment Inc. Licensed by Nintendo. Nintendo, Nintendo 64 and the "№ logo are trademarks of Nintendo of America Inc. Licensed by Nintendo 1996 
Nintendo of America Ic. Sega, Dreamcast, and the Dreamcast logo аге either registred trademarks or trademarks of Sega Enterprises, Ltd. © 1999 SEGA ENTERPRISES, LTD. 
This game is licensed for use with the Sega Dreamcast system. Published and distributed by Activision, Inc Activision is a registered trademark f Activision Inc. The ratings: 
icon is a trademark f the Interactive Digital Software Assocation. А other trademarks and tradenames are the properties of heit respective owners. 
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Now upgrade any Vigilante 8: 2nd Offense vehicle 
with extra speed, armor, target avoidance and more! 


"Vigilante 8: 2nd Offense leaves the competition in the dust!" 
- PSM 


EDITOR'S LETTER 


For What We Are About 
To Play, We Thank You 


Shigeru Miyamoto, the mastermind 
behind Nintendo masterpieces like 
The Legend of Zelda: Ocarina of 
Time and Mario Bros., was on the 
money (again!) when he said in a 
recent interview with GamePro, “The 
games industry can survive only by 
bringing new gamers into the market. 
With all the other things they can 
enjoy, we have to continually provide 
them with something unique and ex- 
citing so they'll be attracted to gam- 
ing.” (He said a lot more, too...see 
ProNews” in this issue.) 

Mr. Miyamoto said that, of course, 
because he knows that where innova- 
tion in video games is concerned, we 
all have nothing to worry about. There's 
going to be plenty of exciting action in 
the next few years. 

Recent announcements regarding 
hardware —the PlayStation 2, the 
Dolphin, the NeoGeo Pocket, and 
even the Game Boy Advance —all 
coming in the wake of the Dream- 
cast launch in September, certainly 
set the stage for great video games in 
the near and very near future. And as 
the millennium turns the corner, the 
best years ever for video games are 
definitely on—beginning now! 

GamePro's Resident Evil 3 cover 
feature, for example, provides a close 
look at some of the best work for 
video game systems this year. Resi- 
dent Evil 3: Nemesis’s forceful (and 
horrific) visual presentation and chal- 
lenging gameplay show that there's 
still plenty of creative muscle left in 
the PlayStation. Even with its Mature 
rating, RE3 should make it onto tons 
of gamers’ wish lists. And check out 
Resident Evil: Code Veronica for the 
Dreamcast—it could be the crown 
jewel of this legendary series. 

Nintendo 64 gamers aren't going 
to be turning over their systems any 
time soon, either. Jet Force Gemini, 
reviewed in "ProReviews" this issue, 
is a great example of how far that 
System can go. 

No one can predict what the 
future will bring, but GamePros can 
rest assured that there will always 
be great video games to play. 


The GamePros 
San Francisco, CA 
letters? gamepro.com 
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Рт a 13-year-old gamer who has a problem. My 
parents may be overreacting to the Columbine High 
School incident. They've decided not to let me play 
any violent video games except air-to-air combat 
ones. They must think Рт going to blow up my school 
if | play violent games. My parents won't even let 
me have any unsupervised contact with my best 
friend because he plays violent video games. Can 
you tell me what І should do? 
> Paul Baker 

Broken Arrow, OK 
Your parents think air-to-air combat isn’t violent? Okay, 
we don't know your parents (maybe they're Air Force), 
just like they apparently don't know your friend, so we'll 
give them the benefit of the doubt. You and those of us 
at GamePro, however, do know that games don't turn 
kids into maniacs. Nevertheless, the effect of violence in 
American popular culture on kids is a serious issue at 
the moment. If you and your bud are glued to the TV 
shouting “Die! Die!" and "I'll kill you!” your parents are 
going to worry about something they perhaps don't 
understand: video games. Fortunately, this creates the 
perfect opportunity for you to talk with your parents 
about games and violence and to play a game together 
(for even greater clarity, you could pass around a copy 
of GamePro). They just want to know how you handle 
violent content in games, and you ought to respect their 
concerns. By the way, what leads them to suspect you 
might blow up your school? 


How many video games actually carry the ESRB 
rating of Adults Only (АО)? 
> Daniel Johnston 

Hampton, VA 


In the U.S.2 None, zero, nada. 


ve been a very big fan of video games for the past 
15 years, but there has always been a problem | 
experience when | play them. I'm deaf, and very 
few games are close-captioned. | see characters 
in games speaking, yet | have no idea what they're 
saying-a frustrating experience, especially when 
the story is a big part of the game. Why don't games 
have the option to turn on captions? 

The deaf population has worked hard to have 
equal access to technology. With advancements 
occurring everyday in the video game industry, we 
should have the same opportunities to enjoy games 
that the rest of the gaming community has. 
> Jason Engle 

Washington, № 
This is a very good point, Jason, but there's no easy so- 
lution. Text captioning requires that the full text of any 
dialogue be coded into the game; unfortunately, the lim- 
ited space on a CD is a continual problem for companies 
trying to bring a game to the mass market. It may also 
be true that game companies haven’t even considered 
the plight of deaf gamers. An e-mail campaign to several 
key game developers would go a long way toward edu- 
cating them about gamers with special needs. 


Lately, Гуе noticed that the drawings of the authors 
suck- especially the one of Bad Hare! What hap- 
pened to Dr. Zom- 
bie, who used to 

do the drawings? 


> Mauricio Ville- 
gas via Internet 


You're entitled 
to your opinion, 
but you ought to 
re-examine your 
stick-figure draw- 
ings before venting about art that “sucks.” Dr. Zombie 
still creates all the images for the GamePro writers. As 
for Bad Hare, that's how he looks! 


Рт completely disgusted with Dan Elektro’s review 
of Star Wars Episode I: Racer [see *ProReviews;" 
July]. All he did was complain about the boost 
physics and the button setup-as for the music, of 
course it comes in only on the third lap. It builds 
the dramatic tension. Racer is perfect in every 
respect! | think Scary Larry would've done a way 
better job of reviewing the game. 

> Scott Brinkerhoff via Internet 


Dan Elektro responds: Maybe | can clarify a few matters. 
Actually, | said a lot of complimentary things about 

Racer and gave it positive scores. Keep in mind that 4.0 
and above is a recommendation to buy. | did like Racer. 


IMEPROWORLD.COM LETTERS@GAMEPRO.COM 


CUT OUT AND PLACE 
OVER YOUR FAVORITE 
VIDEO-GAME HERO. SPRITE 
WON'T SCARE AWAY ANY- 
THING THAT MIGHT WANT 
TO EAT BRAINS, BUT IT 
WILL OBLITERATE YOUR 
THIRST. IMAGE IS NOTHING. 
THIRST IS EVERYTHING. 
OBEY YOUR THIRST. 


“Nothing washes down zombie brains ^ 
better than an ice-cold Sprite? 


©1999 The Coca-Cola Company. "Sprite" and “Obey Your Thirst" аге registered trademarks of The Coca-Cola Company. 


неар..неар 


As | wrote in the review, | don't feel the shortcomings 
kill the overall enjoyment; | just wanted to point out 
that Racer has “а few problems here and there.” 

Here's why І criticized the boost: | would've liked to 
have been able to boost on my way out of a turn, which 
is a standard racing move 
both in games and in 
reality. Moreover, | 

didn't like trying to charge my 
boosters while navigating tricky 
corridors and obstacle- 
laden paths. | wanted 


into two different 
controls. 
4 As for re- 
configuring the but- 
tons, yes, | still think 
it would've been better 
to leave it up to gamers. 
(We talk about this a lot 
internally and have asked a few 
developers, "How hard is it to 
make the controls configur- 
able?" They all have the same 
response: "Like, so easy— 
N N A maybe a half-day's work, 
۸ k tops.”) | always play a 
game with the default setup first, then tweak to my 
personal tastes. To be honest, most times | don’t change 
the button configurations. But | personally prefer to 
separate acceleration, whether it be standard “gas” or 
turbo boost, from my steering. | don't push my car's 
steering wheel forward to go faster. Do you? Accelera- 
tion is on a pedal. (I know, Anakin pushes forward to 
accelerate in the movie, but | don't have a podracer in 
my living room—just a humble couch and controller.) 
Even if you see no reason to change the control setup, 
| do; so | mentioned it. Hey, that's my job! 

As for the music coming in only on the third lap, at 
first | thought the same as you: dramatic tension. When 
| played the PC version, however, | realized | could con- 
figure it so the music plays throughout Racer, setting a 
dramatic mood throughout the game. On the N64, the 
limited music is the result of the limited space in car- 
tridges. To say that the music plays only on the third lap 
for dramatic tension is to bury a shortcoming as a 
“feature.” Sorry, Scott, | don't play that way. 

By the way, if you'd like to see what Scary wrote, 
read his review of the PC version of Racer (go to 
www.pcgamepro.com/reviews/fly drive/fly drive | 
racer.html). We agreed on most of the ratings, but he 
actually gave it a lower Fun Factor score. 

Thanks for the note. | love hearing people's reactions 
to my reviews and like talking with other gamers. 
danelektro@gamepro.com 
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Send your letters to: 
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WHERE'S BRaihiac 
WHEN YOU меер пім? 


I thought Nintendo 
had a quality assur- 
ance team that con- 
trols what games can 
come out for the N64. 
If it does, then why 
was Superman 64 
released? | bought 
the game, played 
it...and returned it. 
> AirUBreath 

via Internet 
We agree. But upon further investigation, we discovered 
that Superman 64 was actually supposed to be called 
“Bizarro 64,” which explains everything. Seriously, 
Nintendo does send its games through wicked quality- 
control exams as well as through the Team Mario 
gamers’ review group. As soon as we hear from Nin- 
tendo spokesperson Lex Luthor, we'll let you know 
how Superman beat the system. 


не weeps FOR SWEEPS 


Recently, GamePro celebrated its 10th anniversary 
with a Reader Sweepstakes contest in the May 
issue. То my dismay, | couldn’t enter because | live 
in New York. Why couldn't people who live in New 
York, Florida, and Rhode Island enter the contest? 
> Janimba581 via Internet 


Governor Pataki, we know it's you! Leave us be! Due 
to legalities in NY, FL, and RI, our resources didn't per- 
mit us to offer the sweeps in those states. GamePros in 
those wacky locales should write to their local legislators 
on this one. Perhaps the rules will be more democratic 
for our 20th Anniversary Sweeps! 


реп'т Party 
Tee неарту 


After | play mini-games in 
Mario Party where you have 
to rapidly rotate the control 
stick, my hand gets blisters. 
BY What should | do? 

^ > Dadd24 via Internet 


Put a sock on it. 


NOTHING капс неге 


Unfortunately, Rancid fans will not be able to enjoy that 
band's music in Tony Hawk's Pro Skater as reported in 
the special feature in our October issue.There's always 
Suicide Machine, though. GamePro regrets the error. 


Winners 
Receive a 
Free 
GamePro 
T-Shirt! 


Send Us Your Art! 
GamePro magazine 
Art Attack 

РО. Box 193709 


We cannot publish all letters 
P whe San Francisco, CA 94119-3709 


and e-mail messages, and we can- 
not send personal replies to your 
letters or e-mails. 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. 
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Саи 
Tangy. Fruity. Chewy. 


It’s a kick in the mouth. 


This month, my carnivorous SN 
canine friends and | will be slurp- ШЕ) 
ing up gravy, shoveling mashed — &X7 
potatoes into our mouths, and gnawing on 
every turkey bone! Too bad GameShark fans 
won't be having as much fun. Why not? Take 
a look below to find out. 


P.O. Box 193709 


Or e-mail us at: 


At GamePro, listening is what we do best. When 
you have a problem with a product or feel you've 
been ripped off, we want to know. Write to: 


GamePro's Buyers Beware 


San Francisco, CA 9419-3709 


Having problems with hardware or software from 
Sony, Nintendo, or Sega? Here are the customer 
service numbers to call: 

Sony: 800/345-7669 

Nintendo: 800/255-3700 

Sega: 800/872-7342 


buyers_beware.gamepro@gamepro.com 


Гуе noticed that the newly remodeled PlayStation doesn't have a 

parallel I/O [input/output] port in the back like my old one did. Does 
this mean that | can’t use a GameShark with it? Why did Sony take out the 
parallel port? 


PAMELA LANG 
VIA INTERNET 


A Sony customer service 

rep replies: “Originally, 
the parallel I/O port was de- 
signed for add-ons, such as a 
DVD player or an Internet con- 
nection device. Because Sony’s 
new PlayStation 2 (coming out 
next year) will have these capa- 
bilities built in, there’s no rea- 
son to have the port in the 
existing PlayStation. This also allows Sony to sell the PlayStation at a lower 
price and makes it impossible to use non-licensed products, such as the 
GameShark. GameSharks and other devices that use the parallel port have 
reportedly messed up PlayStations. Sony does not support any product that 
uses the parallel port.” 


Are the Shark's teeth sharp enough to 
penetrate Sony's remodeled PlayStation? 


The Watch Dog digs deeper: With over 3 million sold, the GameShark has 

been one of the most popular non-licensed products ever. It enables gamers 
to access cheats for their favorite games by inputting codes available for the 
GameShark. To work on the current PlayStation, the GameShark must be 

connected to the parallel I/O port on the rear right of the console. 

As for Sony's response, we've heard of non-licensed controllers messing 
up a console, but we've never heard that about the GameShark. Fortunately, 
InterAct is apparently testing a GameShark Pro that will use the PlayStation's 
serial port as well as the parallel port. Hopefully, we'll also see similar com- 
patibility with InterAct's forthcoming Internet adapter, the SharkWire. 


On InterAct’s Web site, it states that as of October, there will be no 
more updates to GameShark versions 1.99 and lower. I'm an owner 
of a 1.99 version and haven't received an upgrade yet. Is it too late? 


GUNGGUNG 
VIA INTERNET 


An InterAct product support specialist answers: “There will be no 

more upgrades for the GameShark 1.99 or lower after October. 
People who still own this version of the GameShark after October must 
buy a new GameShark— the suggested retail price is $29.99— п order to 
have updated codes for their games. InterAct made this decision due to the 
low demand for updates to GameSharks 1.99 and lower. This notice has 
been posted on our Web site since June, so there's been plenty of time for 
people to update their GameSharks.” 


GAMEPRO NOVEMBER 1999 


The Watch Dog ponders (weak and weary): Why have a cutoff date? Why 
not just upgrade the old GameSharks forever? This would guarantee cus- 
tomer satisfaction. It's a shark-eat-shark world out there. 


Recently, I've noticed that there are sometimes two different strategy 
guides for one game on sale at local video game stores. Why? 


RENE WONG 
CASTRO VALLEY, CA 


The Watch Dog replies: If you read the cover of strategy guides 
А) closely, you'll notice that they either say “Official” or “Unofficial.” 
Official guides are printed with the permission and sometimes the coopera- 
tion of the company that published the game. These books will usually con- 
tain accurate information. Unofficial and unauthorized guides are published 
without permission from the companies and are usually less expensive than 
official ones. Sometimes they offer a looser approach and more fan-oriented 
material that companies would prefer you not know. Also, they may include 
goodies, such as posters, stickers, and discount coupons for other books. 
Unfortunately, unauthorized material tends to have mistakes because 
the authors usually use an unfinished game to write the book. Recently, 
Brady Games offered a refund to anyone who bought 
its WWF Attitude Totally Unauthorized Strategy Guide 
because it contained a copious amount 
of errors. Strategies based on the 
same game are thus often very dif- 
ferent animals. 

You should be cau- 
tious when buying— 
cheaper doesn’t nec- 
essarily mean “better,” 
while official doesn’t 
always mean “сот- 
plete.” Of course, you can 
always check out the latest GamePro 
for slammin’ strategies, too! Our guides 
are often written in conjunction with the game publishers, but sometimes 
we forge ahead on our own—in either case, we stand by our product. 

If you want more information about game books, check out these pub- 
lishers who are best known for their strategy guides: 


Brady Games www.bradygames.com 


Dimension Publishing 916/989-0171 
Prima Publishing www.primagames.com 
Sandwich Islands Publishing www.gamebooks.com 
Sybex www.sybex.com 


Versus Books www.vsbooks.com 
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INTELLIGENT GANG WARFARE 


Earn Respect 


Get Work 

Fight in a Gang 
Betray your Bosses 
Join your Enemies 


Start Turf Wars 


Faster Cars. Busier Streets. 
Nastier Bad Guys. 
More Aggressive Police. 


And now, the FBI and the 


Army are getting involved. 


GET THE DEMO AT: 
WVWW.GTA2.COM 
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S NINTENDO PREPARES FOR А HARDWARE SHIFT, 
will gamers get the shaft? That was the big question at Nintendo 
SpaceWorld '99, the company's annual consumer show in 
Japan, where attendees saw what will probably be the 
last wave of major N64 titles, the long-delayed 64DD 
disk drive (see “The Cutting Edge,” March '97), and 
absolutely no previews of the Dolphin, Nintendo's next 
hardware system (see “The Cutting Edge,” September). 

First and foremost was Zelda Gaiden (Zelda: The Continuing Saga), a new stand-alone 
cartridge that will pick up a few months after the events of Ocarina of Time. This time, Link 
will have to save a parallel world that looks a lot like Hyrule—but looks can be deceiving. 
Through the use of masks, Link will be able 
to transform himself into a Goron, a Zora, 
or a Deku Scrub. Otherwise, it will be more 
great Zelda 64 gameplay with a similar inter- 
face and lots of exploration. 

Also noteworthy is a new Game Boy 
Color adventure, The Legend of Zelda: Fruit 
of the Mysterious Tree. Ganon will once 
again kidnap the Princess and the Triforce, 
shattering and scattering it throughout the 


land. The game will be split into three chap- 


ters; your performance in one segment will 
affect the other two. Link will also wield the Rod of Seasons; using it to change the weather 
will help players solve puzzles and enter special areas. 

And, іп а case of "better late than never,’ the 64DD was shown with a handful of games, 
including SimCity 64, Paint Studio and Talent Studio (which will allow gamers to digitize their 
faces into art programs and games, respectively), an expansion program for F-Zero X that will 
let gamers build their own tracks and racers, and the “Land Net” service that will give Japan- 
ese N64 users the ability to access the Internet via a modem cartridge. Many at the show, 
however, felt that the 64DD will have little or no impact with Dolphin looming next year. For 
its part, the Dolphin was conspicuously absent—no screens or concept sketches of Nin- 
tendo’s next big system were shown. 

Most of the remaining major N64 titles were sequels to or continuations of earlier hits, 
including Mario Party 2, Kirby's Dreamland 64, Earthbound 3, Donkey Kong 64, Super Mario 
RPG 2, Excitebike 64, and, for the Game Boy Color, Pokémon Gold and Silver. Watch for 
more info on these titles as their U.S. release dates approach. 


Duke Nukem: The Album 


masters Megadeth! He'd better be, because they're one of 11 hot bands contributing 1990: 
to his official soundtrack, the amusingly titled “Music to Score By.” In addition to 
/ Megadeth's thunderous take on 1993: 
Duke's signature theme music, 
you'll find rarities and aggres- 


MIYAMOTO SPEAKS! 


there things you didn't do in Ocarina of Time 
that you still wanted to do? 

Yes, actually. For the 
64DD, we thought of changing the dungeons 
and making some parody games based upon 
the Ocarina of Time. But at the same time, 
the creators felt they wanted to do more and 
could do more utilizing the N64's cartridge 
system. So we added to the original Ocarina 
of Time's code, and we decided to make use 
of the Expansion Pak memory kit so that we 
could explore new ideas that we couldn't do 
in the Ocarina of Time. 


Rumors have suggested that Ocarina of 
Time is compatible with the 64DD-the “hooks” 
are still in the cartridge to interact with the 
peripheral. Is this true? 

Yes. In fact, there is some code already 
included in the Ocarina of Time such that | 
once it is hooked up with the 64DD system, 
and once certain software is 
inserted into the 64DD hard- 
ware, we can make something 
quite new. But it all depends on 
how they make the 64DD sys- 
tem itself. Unfortunately, l'm not 
in a position right now to com- 
ment on what kind of game the 
new Zelda will be when it is con- 
nected with the 6400 system. | 


Will you create another N64 
game, or is all your effort focused 
on Dolphin? 

Well, | should say on the sur- 
face that no, | am not making any 
more N64 games as a director, 
and that | am concentrating on 
development for the Dolphin. But, 
in fact, | have been supporting the 
producers who are still working on N64 games. 
So, though | say l'm not making games for the 
№64, that doesn’t mean that I'm not involved in 
the development of any N64 games. 2 


CONTINUED > 


Flashbacks from 10 Years of GamePro 

As the man himself says, "Let's rock." But is Duke Nukem ready for heavy metal Nirvana Novembers 

NEC's 16-bit TurboGrafx system accounts for one-third of all video game 
hardware sales at upscale retailers. 


GamePro reports Nintendo will be teaming up with Silicon Graphics, Inc. 
to produce its next-generation video game system, code-named "Project 
Reality"-later redubbed the Nintendo 64. 


sive tracks Бу Type О Negative, | 1994: Paradigm announces development of a three-dimensional flying same 


Wu-Tang Clan, Sevendust, and 
more. The audio CD, which will 1995: Nintendo unveils the Ultra 64 at Tokyo's annual Shoshinkai show. The 


reveal interactive goodies like a 


with Shigeru Miyamoto, which is later named Pilotwings 64. 


continued development of an add-on disk drive is also announced. 


screen saver when you pop it in 1997. "Lara Croft graces the cover of GamePro for the first time. 
your РС, is available now from 1998: The Game Boy Color hits shelves іп the U.S., while Sega's Dreamcast is 


a SCORE) BÎ Red Interactive at music stores launched in Japan. 


everywhere. Shake it, baby. Next issue: Delightful Decembers 
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MIYAMOTO SPEAKS! 


(CONTINUED FROM PREVIOUS PAGE) 


What are your initial impressions of the 
Dolphin hardware? 

It should be a good machine if it's not very 
expensive. For the N64, we were working with 
Silicon Graphics [SGI], and SGI had no know- 
ledge or experience of making video games. 
Working with that kind of company taught us 
a lot, and that kind of knowledge has actually. 
been included on the Dolphin. So | think the 
new machine should be far better. | believe 
that the Dolphin is going to be a good machine. 
in terms of cost-effectiveness. 


Sometimes, limitations [m Жан 
solutions. After so many years of developing | 
for cartridges, do you see DVD as a valuable 
creative asset or just a temptation for design- | 
ers to fill it with crap? 3 У 

Well | think for the third-party licensees, | 
the use of DVD software will be very good | 
because it can decrease the risk of manufac- 
turing costs. When | think about our own ` 
teams at Nintendo, | should tell you that DVD - 
may not be the best media for us to opt for. 
But I think that now the time has come for 
us to work on this kind of optical media. Ве- 
cause we now have larger RAM capacity in- | 
side the console, in terms of the cost of the | 
hardware, we don't need to be so worried. 5 
about the memory size of the RAM. . (2%. 

If тау add, everybody knows that we | 
cannot make the Ocarina of Time on the 
"PlayStation. Many licensees and developers 
for the PlayStation realize that CD-ROM is 
not the perfect media for them to work on. 
At the same time, though, they realize that | 
in terms of business costs, the CDROM | 
makes more sense, and there are actually | 
some games that can never be realized on 
cartridge-based systems. Now, with the 
advent of DVD-based systems, we may be 
able to solve the problems of both sides. 


Р: Since we appear to be fast approaching 
the transition from N64 to Dolphin, looking 
back, what are your favorite N64 games— 
aside from those you've personally created? 
Its rather difficult... like games like Smash 
Bros. even though they are not made by me. 
| liked Konami's soccer game [International 
SuperStar Soccer 98). And, of course, Rare | 
is good at making games. I'm sorry, | can’t 
think about anything else right now. In other 
words, | want to say ours are the best! 


In a surprising August announcement, Mortal Kombat co-creator John Tobias 
revealed that he had left Midway along with fellow programmers David 
Michicich and Josh Tsui. All three men had been working on Mortal Kombat: 
Special Forces at the time, but said in a press release that they “were unable 
to reach an agreement [with Midway] consistent with our long-term goals.” 
In an exclusive interview with 
GamePro, Tobias elaborated: “I 
feel very strongly about retain- 
ing ownership of the property 
that | create. That's something 
I'd like to be able to achieve at 
some point in my career and 


something that could never hap- 


реп as an employee of Midway.” 

Tobias and Ed Boon created 

Mortal Kombat together in 1991 

and have produced nothing but sequels and spinoffs of the franchise ever 

since. “The freedom to create something new is absolutely exhilarating after 

eight years of Mortal Kombat,” said Tobias. “I mean, how many times can 

Scorpion's costume be redesigned! But at the same time, | am going to miss 

all of the characters that | created over the years. I've worked at Midway since 

I was 19, and I've made a lot of friends there, so leaving them and Mortal 
Kombat was not an easy thing to do.” 

Tobias said that he would enjoy writing an episode of the Mortal Kombat 
syndicated TV series and that he's discussed setting up a development studio 
with Michicich and Tsui, but no formal plans have been decided upon. "I'd like 
to thank all the fans for making Mortal Kombat the incredible success that it's 
been,” he added. “I'd also like to remind them that Mortal Kombat is bigger 
than me and bigger than anyone else who's ever been involved with the fran- 


chise. It can live without me and, justly, | can live without it.” 


She's once, twice, 12 times а 
lady. After two successful comic- 
book appearances-both co- 
starring Witchblade heroine 
Sara Pezzini-Lara Croft is ready 
to go at it alone and star in 
her own monthly series. Top 
Cow, publisher of Witchblade as well as hot prop- 
erties The Darkness and Fathom, will release issue 
no.1 of Tomb Raider: The Series in November. 
Visit your local comic-book store, or check out 


for more info and sneak peeks. 


Top 10 Best-Selling Video Game Titles: July 1999 


RANK TITLE 


Driver 


PLATFORM 
PlayStation 
Nintendo 64 
Nintendo 64 
| PlayStation 
Nintendo 64 
PlayStation 
Nintendo 64 
PlayStation 


Pokémon Snap 

Super Smash Bros. 
Jampack Summer '99 

Star Wars Episode |: Racer 
Tarzan 

Rugrats: Scavenger Hunt 
Final Fantasy МІ 

Triple Play 2000 

МЛМЕ War Zone 


4 
2 
3 
4 
5 
6 
7 
8 
9 


PlayStation 


г 


PlayStation 


Source: NPD TRSTS Video Games Tracking Service 
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Nyko Worm Light 


PUBLISHER RATING: 4.0 


GT Interactive 


Static 


Oh my God, they let him breed! 
Congrats go to proud poppa Scary 
Larry, who celebrated the birth of his 
first daughter in late August. Before 
the delivery, Scary said, “1 don't саге 
if its a boy or a girl, so long as it's 
healthy, happy, and green.” Early re- 
ports indicate that his wife did most of 
the work. * A little peripheral birdie 
told us that theres a new Game Boy 
accessory on the way early next year 
that "makes the Game Boy Camera 
look like the trinket it is" Hint: It has 
four wheels and goes vroooom... * 
Speaking of which, look for a special 
handheld gaming issue of GamePro 
Presents on newsstands shortly, if not 
now... * Soul Calibur, Soul Reaver, 
Soul of the Samurai, Soul Fighter... 
does anybody else feel like they've 
* The Rookie 


recently set a GamePro record for 


been souled out? 


using the word “ass” the most times in 
one preview—five in WWF Wrestle- 
mania 2000—before the copy editor 
put the smack down on him. Now, 
there are just two textual “asses” and 
one graphical “ass.” Actually, come to 
think of it, that’s plenty. * Dreamcast 
TV-ads: risky and cutting-edge or pre- 
tentious and annoying? Time to bring 
back the Sega scream, guys. * Brother 
Buzz opened a big box from Sony only 
to find a custom-painted Um 
Jammer Lammy electric guitar 
inside! Very cool, but just one prob- 
lem: The resulting noise keeps the 
editors awake. * If you haven't been 
to GameProWorld.com in a while, 
now's a good time... * Extra thanks 
to Polar Paul for scoring this issue’s 
Q&A with Мг Miyamoto and the 
SpaceWorld info. * Dojo, casino, it’s all 
in the mind... * Zelda Gaiden...Zelda 
Gaiden...Zelda Gaiden...Zelda Gaid 


Let there be light-and let it be curly! If you're sick of the 
standard bulky light magnifier, check out the Worm Light for the 


Nintendo 
Nintendo 
Sony 
LucasArts = 
sony 
Sony 


Electronic Arts 
Асс Price: $9.99 


Game Boy Color and Game Boy Pocket. It plugs into the link cable port, 
sucks a teensy bit of power from your system's batteries, and offers a bright 
white, adjustable light for late-night gaming. The problem is that bright 
white light has a tendency to reflect off the screen and right back 

THQ | into your eyes. With some twisting, you can mini 
but a little bit will always be there. Still, it's small, it's cleverly — , 
designed, it looks awesome, and it works. — Bad Hare 


ize the glare, 


Contact: Nyko, 888/444-NYKO, www.nyko.com 


Sega, Dreamcast and the Dreamcast logo are either ге 


ITS LEARNED THAT YOU LIKE TU 
‚ THROW LPPERCLITS 


Sega@ Dreamcast. READY 2 RUMBLE" BOXING 


IT'S THINKING 


tered trademarks or trademarks of SEGA Enterprises, Ltd. © SEGA ENTERPRISES, LTD., 1999. Ali rights reserved. READY 2 RUMBLE™ BOXING © 1999 Midway Home Entertainment Inc. All 
Likeness of Michael Buffer and the READY TO RUMBLE ® trademark used under license from Buffer Partnership (www.letsrumble.com). All character names are trademarks of Midway Home Entertainment Inc. Midway is a trademark of Midway Games Inc. Use’ 


"ЧЕ LEARNED ТО LOSE TEETH 
AND DIGNITY RT THE SAME TIME 


You 


20 whacked boxers with an arsenal of outrageous moves. taunts and Rumble Mode inflict serious bruises and 


| 


*.: sega.com 


tooth-loss in jaw-dropping detail as Michael Buffer calls the action 1 et s Get Ready to Rumble! 


GROWS U 


THE MILLENNIUM 
MAY BRING MANY 
CHANGES TO THE 
WORLD, BUT NO 
ONE SUSPECTED 
THOSE CHANGES 
WOULD INCLUDE 
NEW GAME BOY 
HARDWARE! 
MEET THE GAME 
BOY ADVANGE. 


BY THE WHIZZ 
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ITH THE GAME Boy COLOR 

flying off store shelves, Pokémon |, 
conquering the world, and the hype over the | 
timelessness of “the little system that didî 
echoing through the minds of gamers every- 
where, it had to happen. Nintendo has an- | 
nounced a radical redesign for the Game Boy | 
that will propel the Boy into man-sized duty | 
às а game system and communications gadget | 


ADVANGED GAMING 


The new system is being temporarily called the 
Game Boy Advance, and "advanced" it will be. 
Its being built around a 32-bit RISC CPU and 
developed by the ARM Corporation. (Take a 
look inside almost any cell phone, and you'll 
likely find it loaded with ARM technology.) 

This development is staying іп step with one 
of Nintendo's new company lines...the cellular tele- | 
phone company line to be precise. There's already = 
a device іп the works that will let the current Game | 
Boy Color tap into cell phone systems. The Game 
Boy Advance will be able to connect to a cell phone 
and become a sort of personal communications terminal; 
which will access the Internet and enable users to chat 
and exchange e-mail, among other things. The "other? 
things,” naturally, will include portable gameplay. 1 

Nintendo has also announced the formation of a new | 
company, called Mobile 21, to develop software specifically” 
for the new system. Although there are currently no ne | 
game announcements, there will be games designed exclu 
sively for the Game Boy Advance. And, yes, the system will Р 
also be backwardly compatible with Game Boy and Game Boy Бы ааа бате Boy Advance will 
Color software. Moreover, Mobile 21 is also working on software || be part portable game machine, part 
for Nintendo's Dolphin console system that will enable it to connect Gender telephone slt won't КОЕШ) 
to the Game Boy Advance (at least they didn't opt to call it “sardine”). 

Some of the features Mobile 21 seeks to wire into the Game Boy Advance are multiplayer cellular gaming and 
the ability to download game software. The Game Boy Advance already has a peripheral in development, too; it's 
a digital camera that will let online gamers view the face of the person they are playing against! 


POCKET PORTABLE 


Nintendo hasn’t unveiled the system yet, so its appearance is open to speculation, but there are preliminary specs. 
The unit will be an amazing 80 mm high Бу 135 mm wide by 25 mm deep, and it will weigh about 140 grams. That's 
only mere millimeters larger than a Game Boy Color. 

The Game Boy Advance will house а 41 mm by 61 mm reflective color LCD screen capable of painting 65,000 
colors. It will be powered by two AA batteries, like the current Game Boy Color, and battery life is estimated at an 
impressive-sounding 20 hours of continuous play time. 


GAME BOY 2000 


The Game Boy Advance is scheduled to debut in Japan in August 2000 and in North America before the end of 
2000. Count the Game Boy among those video game systems leading the way into the millennium. (27 


WWW.GAMEPROWORLD.COM LETTERS! 


HEN SPELLED OUT, the 

acronym of this Web-based 
mystery/satire says it all: SPITE 
stands for Scandal, Power, Influence, 
Trouble, and Ego. However, just 
about everything else in EPG Stu- 
dios’ squalid virtual world is up to 
you and your imagination. This 
cheeky twist on free-form role- 
playing combines dark humor, dank 
ambiance, and dubious interaction 
to create a world where conspiracy 
theories have become proven fact. 
You need to search the seedy city, 
interrogate its shady characters— 
both scripted NPCs and other 
players—and contribute to SPITE 


URL: www.won.net/: gamerooms/ 
epgstudios/'spite/index1 .html 


System Requirements: 28.8 Kbps 
modem, Netscape or Internet Explorer 
3.0, Shockwave Flash, RealPlayer 5.0 


Price: Free 


Available: Now 
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according to your role, expanding 
the game world as you go. 


All of SPITE takes place through your 
Web browser, thanks to efficient 
page design and the clever use of 


* plug-ins like Flash and RealVideo. 


After you set up your character's 
look and vocation— detective, re- 
porter, lawyer, or spy— you're given 
some petty cash and a room at the 
Dampmore Hotel. By completing 
assignments, you can earn more 
money and work toward solving 
the mysteries of SPITE. 

Any character type can enter 
and search any area of Rain City, 
from the Swizzle Stick bar to the 
Drizzle Club to the Headquarters 
of those spying Vulgarians. But 
don't be fooled by what's on the 
surface —it'll take some diligent 
digging to find what's oozing under- 
neath the slimy skin of Rain City. 


There's no shortage of ways 
to communicate with (and 
look for dirt on) fellow Rain 
City citizens. The SPITE news- 
paper, a tabloid of monstrous 
proportions, runs features 
written by player reporters 
and contains detailed classi- 
fieds and personals that en- 
able like-minded players to 
hook up. There are also two 
advice columns, as well as 


forums where players can 
enter real-world movie and 
music reviews. They don't 
directly affect gameplay, but 
they might save you from an 
ill-fated partnership with a 
rabid Inspector Gadget fan. 
Each character class has 
а headquarters that offers а 
private meeting ground for 
players of that profession, in- 
cluding real-time chats and 
message boards. Table 13 at 
the Swizzle Stick bar provides 
a more public forum for discus- 
sion. You don't quite know who 
to trust or what to believe, but 
that’s half the fun of SPITE. 


The SPITE environment isn’t 
huge (yet!), and it's not an ac- 
tion game, so don’t expect to 
be dazzled by effects or game- 
play. But do come prepared to 
be intellectually challenged as 
you participate in the growth 
of this dark, fun, and funny vir- 
tual world. @ 
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Anyway, see what you 
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Nice ТО SEE COPS EAT SOMETHING 
besides JELLY douGHnuTs! 


No, you’re not paranoid, man. They are out to get you. Luckily, you’ve come prepared with a 
beast of a car and the guts to run it to the redline. Watch the gap grow between you and the 
cops dude, as the gap between your accelerator and the floorboard disappears. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Sega and Sega Dreamcast аге trademarks of SEGA ENTERPRISES, LTD. All rights reserved. Game Boy Color is a reg- 
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* Over 20 real-world tracks p С 
* Multi-player racing << => > C D UGS 
* Cop chase mode саа Co LO ~ [ROM | 


INFOGRAMES 
* Huge Jumps 


Sega Dreamcast. _ То order direct call: 1-800-245-7744 


NINTENDOS^ 


1999 The 300 Company. All Rights Reserved. 300, Army Men, Sarge's Heroes, Real Combat. Plastic Men., and their respective logos, are trademarks and/or service marks of The 300 Company in the U.S. and other countries. Nintendo, Nintendo 64 and th 
lemarks of Nintendo of America Inc. © 1996 Nintendo of America Inc, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All other trademarks belong to their respective owners. 
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Resident 


PUBLISHED BY CAPCOM е 
TARGET RELEASE DATE: NOVEMBER 


RESIDENT EVIL MADE its name on the PlayStation, 
and Resident Evil 3: Nemesis could be the best of the 
series for that system. Even in its early stages, RE3 looks 
like a monster hit with souped-up gameplay, killer graphics, 
spine-tingling sounds, and a throat-grabbing story line. It's 
rated Mature, of course, but that's probably not going to 
stop many hardcore gamers. 


The Tale of 3 


Resident Evil 3 will be both a prequel and sequel of sorts, 
positioning its story line before and after that of Resident 
Evil 2. Poor Jill Valentine. 

After the members of S.T.A.R.S. (Special Tactics and 
Rescue Squad) were eaten alive in Resident Evil (see 
sidebar "Resident Evil Timeline"), nobody believed Jill's 
tale of the Umbrella Corporation's insanity, the vicious 
"virus, mutant monsters, and the undead. As КЕЗ opens, 
it's 24 hours before Resident Evil 2 and Jill's decided to 
quit S.T.A.R.S. and leave Raccoon City...that is, until a 
raging horde of G-virus zombies hits town! 

Though you'll play most of the game as Jill, as in other 
Resident Evil games, you'll switch to another character 
for part of the adventure. This time Jill's compadre is 
Carlos Oliveira, the survivor of a squad of mercenaries 
(employed by Umbrella, no less) who found themselves 
seriously unprepared for Raccoon City’s zombie party. 


TEAGLEN-YAI 
Ова 
»Yes No 


With luck, you'll discover and construct 
at least 20 weapons. 


Monsters will put on a burst of speed 
in RE3. Nemesis even chases you from 
scene to scene if you're not careful. 
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The background scenes in RE3 are pre- 
rendered at higher resolutions than 
those in previous RE games. 


Evil: 


Jill shows off some new moves in RE3. Now she can quickly 
spin around to nail these zombies sneaking up behind her. 


Resident Evil 3 also mixes up the gameplay by giving 
you a choice of plot lines. At certain points in the game, 
you'll have to choose between two courses of action. 
Your decision affects the course of the game and may 
even alter the outcome. 


Zombie Busters 


Naturally, no matter which way you go, you're going to 
run smack into undead gangs and mutant monstrosities— 
and the real evil іп КЕЗ may be the bump іп І.О. that the 
enemy АЛ. received. This time around, zombies will quickly 
shift gears to lunge at you when they get close—and 
some zombies will be very fast. Plus, they may even try 
to lull you into thinking they're running away—only to 
turn and attack when you draw near! 

There are a few extremely mean dudes here, but the 
bad bad boy of Raccoon City is Nemesis. This freak is 
sort of like Tyrant in a suit, and he has some major nasty 
in him. The most unnerving (and challenging) thing about 
Nemesis is that even if you escape his attacks, he’ll chase 
you relentlessly across several scenes. Plus, you'll never 
know when he's going to bust into your game. 


v 
МАЈЕ 1:610 


The map is much more handy now- 
just one button-press away. 
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RESIDENT EVIL GAMES 


The Horror Spreads 


Resident Evil 3: Nemesis leads a pack of new RE games oozing your way soon. 


Here's a glimpse at all the Evil to come on the PlayStation, the Nintendo 64, 


the Dreameast, and maybe the Game Boy Color. By Toxic Tommy 


Nobody believes Jill Valentine's tale of 
monsters and zombies... 


...nobody living, that is: 


Dead Daylight 


In RE3, your nerves and reflexes are z 
М д This time, zombies come in all shapes Bow-wow-owwww! 
going to take a constant beating. Be- pq sizes. The mutant dogs 


tween the shocks, the game's pace are after Jill again. 
will slow down considerably as you hunt down keys and figure out how to 
“combine items to beat some brain-frying puzzles. 

At least RE3 has a sense of fair play: Jill has some great new moves. She can spin 180 degrees, 
which is helpful when the fleet-footed Nemesis is sprinting after you. Plus, she can "dodge" attacks, 
but this is а skill move that will work only if you time it just before an enemy's attack. 

You'll also be able to load up for action. In addition to the familiar pistol, shotgun, and knife, 
there'll be some slick new weapons, such as a lever-action shotgun, a lightweight grenade launcher, 
and a deadly dart gun that fires ammo with explosive tips. You'll be able to build custom weapons P» Meet Carlos. 


N п 
and create your own ammo, too. Бане 
your life! 


Frighteningly Fine 
Resident Evil fans will appreciate the fine-tuning that's been done to the 
graphics and sounds. КЕ5 now-classic look will feature two-dimensional 
prerendered backgrounds with 3D character graphics cranked up to a 
higher graphics resolution. With stunningly detailed environments, the 
visual quality in Nemesis was apparent even in the preview stages. 
Resident Evil 3's sounds will give you the creeps. The audio in the pre- 
view version featured eerie tension-filled music haunted by moans, wails, 
and an occasional shriek of terror. Hardcore fans will definitely want to 
turn the lights down low for the full effect, but only the truly fearless will 


go with headphones. Resident Evil 3 begins just hours 


before RE2 begins. 
Bring Out Your Dead 
It’s safe to say that PlayStation horror-game fans are already lining up for their scare. Resident Evil 3: 
Nemesis is shaping up to be the best in the series. Think you can handle the horror? 


CONTINUED > E 
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SIDEN 


PUBLISHED BY CAPCOM • 
TARGET RELEASE DATE: OCTOBER 


RESIDENT Evit 2 
will make the be- ` 
lated jump from the 
PlayStation to the N64 with story line and characters intact, along 
with some new slick tricks: The tale's familiar: Leon Kennedy, a 
Raccoon City cop, and Claire Redfield, a tough-as-nails heroine, find themselves stuck in 

the middle of a nightmare as virus-plagued zombies and mutant beasts overrun the town. 

As in the PlayStation game, you can play as either Leon or Claire. The "Zap" system 
remains intact, so that decisions you make as one character during your first вате — 
such as which weapons you use — will affect resources 
available in your second game. 

Resident Evil 2 will receive major N64 bang from its 
massive 512-meg cart. The graphics will be refined — 
indeed, the preview screens already look excellent. One 
„| N64 extra is guar- 

SA anteed to freak Res 
Evil fans: As in RE2 for the PlayStation, you'll find photos 
and files that are clues—but this time around, you'll also 
find material from previous Resident Evil games...even 
info concerning future RE games! Check out the Decem- 
ber issue of GamePro for a full review. 


rue 


Goode. Veronica 


PuBLISHED BY CAPCOM * TARGET RELEASE DATE: JANUARY 2000 


OF ALL THE new Resident Evil games on the way, only Resident Evil: 
Code Veronica for the Dreamcast will actually continue the original 
RE story line (see sidebar “Resident Evil 
Timeline”). This one stars the survivors 
of RE2: Claire and Chris Redfield. 

Chris disappears when he decides to 
bring down the Umbrella Corporation by 
rooting out its headquarters in Europe. 
Claire picks up his trail, but...well, with- 
out giving away the plot, let's say this 
doesn’t lead where she thinks it will! Ac 
this stage of development, Veronica info is slim— 
though it's a safe bet that major monster-whacking 
awaits Claire at her destination. You'll play entire 
adventures as Claire and then as Chris in order 
to experience the ending. RES “Zap” system will § 
be present, so that actions taken by Claire will 
influence gameplay with Chris. 

The Dreamcast5 graphical muscle will make it 
possible to display the entire RE world in full 3D, 
and the preview screens look awesome (if a little 
gruesome). It's all due early next year. 


eru ter 
ASD 
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lor! At press 
riginal survival/horror game will be ported to ше Game 2 un sites 
е Gana inpoint an exact release date. This ambitious pi 
tae ull Mie =. КЕ5 3D-style combat adventure = 
кк for the small screen. Youll play as 
either Chris Redfield or Jill Valentine dis 
separate adventures that tke you A : 
the original story line (see sidebar = 
dent Evil Timeline") in which а Шы 
team investigates a series of brutal attacks 
near Raccoon City. Shhhh.,..don’t tell them | 
about the zombies! (J 


esident Evil Timeline 


ће of the most intriguing aspects of the Resident Evil Series is its consistent narrative. AJ] 
Tames in the series [so far) are related |, 


У Specific dates that ar 
Below are МІ the key dates of the horrific story: 
(9678 STARS, (Special. Tactics and 
972; 5.Т.А.85. establishes its 
April 199%; Brian Irons is promoted to police chief 
February 1998; Former З.Т.А.В.5. member, Alber} 
June |, 1998; 
June 23, 1998; A couple is found murdered in Racco 
duly 23, 1998: STARS. Brave Team d 


Raccoon Forest to i 


< carried over from tithe to title 


Rescue Squad) is founded in New York to deal with cult-affiliated terrorista 
Raccoon City branch, 


of the RPD (Raccoon City Police Department), 


t Wesker, is promoted to Captain of STARS. 
The fourth victim of a Jrisly wave of “cannibal crimes" is found in Raccoon City ^ 
^ City. The body count 
isappears into 
llings and locate 


rises to nine victims total, 


he Resident Evil movie is on 

the way! Well, eventually... 
um...maybe? A spokesperson 
for the film's production com- 


pany, Constantin Films, states 
h off the investigation. : that the RE movie is "in 2” 
” ii script ha: 
September 4, 1998; Umbrella ounces the major renovation of its chemical plant located south of downto Се ia НЕ 
Raccoon City. not been finalized. № 
: Ni irector George 
ber20 1996: һа Т, enet dffieer аш кыне individual f the se Hes e 1-0 
Rouen City. The officer veee Cy a detonator, ammunition, and a broken айыы, BS Romero had been pues | 
f “ProNews; 
September 22, 1998: А teenager is attacked in Raccoon City, direct the ws С ons 
ber '98), 
September 24, 1998: Chris Redfield, Jil Valentine, and Barry Burton decide to plan a trip to Europe for Novam s that now he is 
à little visit to Unebrella's headquarters, tins rep:say A with the pro- 
"associated" wi 
September 26, 1998: Zombies attack the Raccoon City Police Department building. The officers are unable to — ony: ~ Meanwhile, GamePro's 
hit the zombie assault because Chief Irons ordered all the Миа in the building moved to several unknown lo duction. Me 
cations the day before the attack. 


September 27, 1998: Zombies break through the barricades set up by the defending officers in the police 
department building. Twelve People are injured, 

September 28, 1998: 2 
officers are left alive, On the s 
Europe. Her fellow STARS. 


Hollywood informant claims 
that Sam Raimi (Evil Dead) was 
approached to helm the project, 
i ause he's doing 
ombies proceed farther in nd kill four police officers; only four but declined bec E^ dhe 
Ame day, Jill Valentine attempts to flee zombie-infested Raccoon City and head to mainstream Oscar- * 
member, Brad Vickers, is fatally wounded and becomes a zombie, I For Love of the  % 
i i direc- 
» 1998: Looking for her brother, Chris, Claire Redfield arrives in Raccoon City. Rookie cop Leoi words, with no script no > 
in Raccoon City for his first day of work at the RPD. Umbrella scientists William Birkin And tor, and no cast, Чой expect 
b RS see this one before 2002 at the 


ir daughter, Sherry, survives, Ada Wong 
absolute earliest—if at all. 


to the police station a 


Fons. 
October 1, 1998; Carlos Oliveira, 


à mercenary hired by Umbrella, Attempts to find a cure for Jill Valentine, 
whe las been infected with the T-virus.,. 
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All-new 2-on-2 JAM mode. 
featuring 50 new dunks and 
awesome special effects 
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Introducing Omega Boost: Why go to all the troub 


While the engineers at NASA might have been shortsighted, ours were not. They've put together a RA 
gravity-defying, medulla-blowing shooting game with a full 360 degrees of free-range motion. 
Translation: Now you have the ability, and the sophisticated weaponry, to annihilate. ‘alien 
warships with | frightening speed and accuracy. All of which beats the hell out-of. adjusting 


some wing nut onthe MIR Space Station. Omega Boost, from ina creators of Gran Turismo: 
* 


OREM SEIT 
"LEVEL 3 


ВАМЕРНО 
PRORO-V-LeUsS 


WwW estwood created the real-time strategy (RTS) genre with Dune | 
and refined it with Command & Conquer, but Total Annihilation 
32 МВ ВАМ stunning 3D visuals and StarCraft's epic story and perfect interí 
Pentium 11233 usurped their throne. Now, after four long years іп develop 

ment, C&C returns to the battlefield with a massively hyped 


200 Me on sequel, Tiberian Sun. The genre's Баг has been raised dramat- T | m EF 


4X CD-ROM ically, however—and TS ain't no high jumper. 


Tiberian Storm 
In TS, you take the helm of the ragtag Global Defense Initiative 
(GDI) or the sinister alien-influenced Brotherhood of Nod as they. à 
both struggle to control the Earth and Tiberium, a strange alien power 
source that looks like glowing grass. Cinematic sequences 
starring Michael Biehn (Aliens) and James Earl Jones (the 
voice of Darth Vader) reveal the plot in the game's respec- 
i | tive campaigns. The Nod story 
<> has more flair and fun, but 
GDI’s missions are cooler. 
Each side has 12 missions, 
and (as in C&C: Red Alert) most 
scenarios have optional quests that 
will eliminate some of the opposition 
you'd face during your main goal. The excit- 
ing campaigns feature adjustable difficulty ane 
f levels, and the last few missions take a mas- PROTIP: The GDI | 
sive amount of effort and time — Бис the Radar Array optional 


overall game is disappointingly short. ead 


Squinting for Polygons Ws а quick level. 
The real-time strategy genre has never been about graphical achieve- 
ment, but envelope-pushers like Myth and Total Annihilation have | 
offered polygonal environments with zooming or rotating capabilities. 
TS improves upon Red Alert with voxel technology that provides highly 
‚ detailed worlds and, for the most part, minimizes the “tile effect? that breaks 
“ye most RTS maps into distinct squares. TS's backgrounds are also gorgeous, 
x but you're с far away to e the о rendered bull me dete nseming underground forces, 
i then use pavement to prevent them 
distance also results in awkward infantrymen who look and move like slugs фот infiltrating. У 
апд blend into a jumbled mess when gathered together. 
_ Audiowise, TS's spectacular sound effects afford each race а distinct. personality. The Nod's cybernetic bellows 
instill their singular vision of conquest in your heart, while the GDI's giant robots recall the metallic echoes of 
MechWarrior. Unfortunately, each side's battle cries become mind-numbingly ee within a single mission, 
and TS's muted score is too distant to Sonvey tension. 


Fog of War / 
And then eg bottom really falls out: Т55 combination of i incompetent documentation and awkward con- 
е abie mess. The instructions list each unit ош prices ог technology requirements, 


P 


Recommended 
System Requirements 


16-bit video card 


PROTIP: Use Mobile Sensor Arrays to 


MM ын 2 SA Noy Я TE L 5 
PROTIP: In GDI's Mission ЗВ, capture “Tiberian Sun's waypoint system is more PROTIP: Destroy bridges as both an PROTIP: Large masses of Titans can 
the Nod Tiberium silos and refinery to complex and less effective than Star- | offensive and a defensive tactic. Lure take extensive damage and crush 
get rich quick. _ Craft's patrol routes. your enemies onto them and fire away. buildings quickly. 


— AVE 
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ВУ ВОВА FATT 
m Published by Westwood Studios 
= $49.99 

m Available now 


m8 players 
m ESRB: Teen 
и Real-time strategy 


FUN 
FACTOR 


GRAPHICS — SOUND _ CONTROL 


У PROTIP: Use the lon Cannon to 
demolish even the toughest buildings. 


PROTIP: Target an enemy's power plants to cripple his defenses. 


Still not convinced? Check out TS's infantrymen, who couldn't be more 
suicidal. They consistently run into the path of their own firepower or dash 
off to take on a foe without warning units that are right next to them. 
Wanna chat in a multiplayer game? Too bad—you won't find the command 
anywhere in the docs, the readme file, or the game's options menu (it's FI 
to talk to allies, F8 to speak to everybody). Last but certainly not least, your 
Harvesters, if left to their own devices, always seem to want to mine distant 
Tiberium and take it to the furthest refinery. Tell them otherwise, and they'll 
resort to madness on their next route. 


ENS 


PROTIP: The Forgotten are healed by 


The Sun Also Sets green Tiberium. 
Westwood Online, which is built into the 
GRAPHICS 3.5 


game, makes finding an opponent quick 
and easy. But TS5 interface issues a 
weigh heavily on the multiplayer Ез 
game, which is slower and much 
more frustrating than StarCraft's 
adrenaline-fueled blitz. 

The return of Command & 
Conquers distinctive style is.a 
welcome one, but it'll.only 


Pseudo-3D technology gives Tiberian 
Sun's isometric battlefield an astound- 
ingly realistic look, but the viewpoint is 
too zoomed out to show off the stun- 

. ning structure design. The infantry units 
look terrible. 


-ETNE 


This: theater of war is one souped-up 


f 
impress diehard fran- (44 megaplex with shrieking effects and 
chise fans. па effective shrieks, but some of the battle 
game that's driven cries (particularly "Medic!") get repeti- 
by time economy, un- ta tive. Plus, the music is too distant to 
responsive and confusing 4 Š &reáte tension. 
- ) ч 


controls are a cancer— ? 


and Tiberian Sun has some 


serious tumors. (9 Tiberian Sun's units often think they 


know how to play the game better than 
you. The sluggish and vague help boxes 
are no help at all, the confounding way- 
point system is woefully complicated, 
and the infantrymen are suicidal! 


Command & Conquer diehards will 
welcome this slightly improved edition, 
but Tiberian Sun's gameplay and graph- 
ics have already been КОЗ by other 
games. The single-player, strategy-heavy 
campaigns are the game's highlight, but 
they're short. This game won't have 
StarCraft's enduring popularity. 


T узы, 
PROTIP: An abundance of Artillery units 
defends against incoming infantry and 
makes for a nice backup to your front 
line of attack. 


PROTIP: In single-player, strategic mis- 
sions, avoid conflict whenever possible. 
Lose as few units as possible to keep 
your efficiency score high. 


The Players 


Commander McNeil 


ғ 


Leader of the GDI forces as they 
attempt to thwart the diabolical 
Brotherhood of Nod 


General Solomon 


McNeil's commanding officer 
and GDI's military's spearhead 


Kane 


The leader of Nod, who takes 
a personal interest in seeing 
McNeil suffer 


Colonel Slavik 
3 


в 


A high-ranking Nod officer — 
but is Slavik a Nod traitor...or 
a counterspy? 


Oxanna Chritos 


Slavik's right-hand woman— 
beautiful but deadly 
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ALK ABOUT UPPING the ante. Battlezone built a hardcore following with its canny blend of top- 
down real-time strategy and first-person action. Battlezone ІІ cranks up that formula, resulting in a game 
that brings the action home fast and fierce. Мог bad for a work in progress. 

It doesn't take long to get into your first Battlezone 

|| firefight whether you choose а hovercraft, a walker, a 

: tank, or even a foot soldier. But here, the usual tasks 

of strategic combat—handling wingmen and troops, 
м deploying, and managing actual battle —are intensified 

because you're smack in the middle of it all. The adaptable 

interface lets you adjust the difficulty, so if you just feel 

like blasting a few baddies 
in the exotic worlds you 
visit, the computer can do 

the rest. 

The adjustment from the first game isn't automatic; warfare gets a whole 
new feel here. It's hard to think about deploying 20 units while ducking laser 
cannons, after all. But when you consider Battlezone 115 high-tech hardware 
and payoffs— really, Napoleon never had it so good. G 


m Developed by Pandemic Studios 
и Published by Activision 
[1 m Target release date: October 


Winoows 95/98 


BY OGG 


и Developed by Quantic Dreams 
Published by Eidos Interactive 


Target release date: November 


вом LARA CROFT to...David Bowie? Yep, must be Omikron, the genre- 
hopping Eidos game that features the Thin White Duke and a cast of virtual 
thousands. Well, hundreds, anyway. 

Omikron is a strange place—a domed city ina 
virtual world where you can talk to an inhabitant... 
or get into a ripping fight with one. Part wandering 
adventure game, part action-shooter, part fighting 
game, Omikron should appeal easily to fans of every- 
thing from Zelda to Tekken. 

About those fights: Should you lose, the jig isn’t 
necessarily up. You can be reincarnated, either with 
sufficient health reserves or by being touched by a 

E game character, 
at which point 
you become them. (You start off in a strange body, too, and have to 
orient yourself from scratch.) The body-jumping is a strikingly origi- 
= 1 nal feature that boosts Omikron above the average adventure game 
on the spot. 

Oh, the Bowie thing—he really is a character in the game and 
wrote several songs for the soundtrack. Space oddity, indeed. / 
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Soldier of Fortune ___ 


BY VICIOUS SID 


Published by Activision 
Developed by Raven Software 
Target release date: January 2000 


FIRST LOOK 


| UTILIZING AN OVERHAULED hardware-only version of the ubiquitous Quake || engine, Soldier of 
Fortune looks to ratchet gory gaming up a few notches. Strapped into the boots of a globetrotting gun- 
for-hire, you'll delve into seamy political hotspots, from Russian chemical plants to the oil fields of Iraq, 
searching for the whereabouts of a few carelessly mislaid nukes—and blowing away anybody who gets 
in your way. н $ 2 
22 Grungy baddies, painstakingly patterned from real-life convict photos, will twitch, writhe, and ooze real- 
istically under your hail of lead. Programmers will be able to “bolt on" different heads and bodies, as well 
as accessories such as hats and ammo pouches, to keep enemies from looking all the same (you will be 
able to shoot off those hats, pouches, and body parts, too). White phosphorous grenades, throwing knives, 
and a super-accurate sniper rifle will add a touch of class to your lethal arsenal. 
With such stark realism and a few creative multiplayer modes in the works, 
Soldier of Fortune should turn a few heads—and cause some controversy— | 
next year. а 
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BY VICIOUS 510 


Star Trek: Armada Developed and published by Activision 


Target release date: February 2000 


SeT ІМ THE Next Generation time frame, Star Trek: Armada wants to 
reunite Trekkies with a few old friends, Players will choose to be either sneaky Rom- 
ulans, disgruntled Klingons, the emotionless Borg, or those pesky Federation humans in 3D real-time 
strategy (RTS) battles. Armada will have a very authentic look and feel, right down to the in-game inter- 
face. Plus, Patrick Stewart, Denise Crosby, and other Trek alumni are contributing their vocal talents. 
Through 26 linear missions, you'll build over 30 types of starships, including cargo vessels, destroyers, 
and transport ships. Phasers, photon torpedoes, and more will round out your impressive arsenal, but 
you'll also have to manage the ship's resources, such.as dilithrium, officers, and life-support systems. 
During combat, Armada will switch to a slick battle mode where players can change views, track other 
ЭТ 7 «а ships, and avoid shield-draining nebulae. 
Backed by free online play, over 
| 30 multiplayer maps, a bundled cam- 
paign editor, and a climactic show- 
down between Picard and Locutus, 
Armadas looking to make waves. This 
winter, sweaty-palmed Trekkies and 
RTS fans may discover that 
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Excessive Speeding 2:54 a.m. 


Jet Moto racing is back. With an al-new 3D racing engine that delivers 
sharper graphics, faster speed and more adrenaline. Jostle and fight for 
position on 19 killer tracks and 11 insanely fast hover 
bikes. It's the wicked speed you've always wanted, 


without all the tickets. | The rush is back! 


www.989studios.com 


Licensed for use with the PlayStation game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Jet Moto is a registered trademark, 


PlayStation 
and 989 Studios and the 989 Studios logo are trademarks of Sony Computer Entertainment America Inc. Published by 989 Studios. ©1999 Sony Computer Entertainment America Inc. 
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BY THE ROOKIE 


и Developed by Aki 
= Published by THQ 
mTarget release date: November 


HANDS-ON тинтеноо 64 


THE CORPORATE CHAMP 


WWE WrestleMania 2000 is charging into the squared circle to smack 
the taste outta your mouth with a full-on slobber-knocker that’s shaping 
up to pin the competition and walk away with the championship belt. 
You'll find all the best bashers in the biz contained within WrestleMania's 


WWF WrestleMania 2000 is stepping up to knock your ass three ways to Sunday | hallowed hall of brawlers, including The Rock, Stone Cold Steve Austin, 
with some of the best wrestling action on the Nintendo 64. The Big Show, and even fan-favorite The Blue Meanie. 


OH, Hell YEAH! 


If you have any doubts that WrestleMania 2000 won't be a contender this fall, your ass better call somebody. п 
the preview version we fired up, the gameplay already featured topnotch brawling action, awesome graphics, and 
sweet controls. If you're familiar with THQ's WCW/NWO Revenge, then you know what to expect (if you're 
not, rent it, jabroni). The sound effects were pretty bare-bones, but all the appropriate smacks and slaps were in 
place. Plus, to add TV-style flair, Aki (the developer) has added streaming video for each wrestler's entrance. 


Pimpin НИТ €R$Y 
In addition to featuring such brain-busting 
modes as Single Match, Tag Match, 3-Way || 
Match, Cage Match, and Royal Rumble, ; 
the game lets the millions and millions of 
fans of The Rock take their act across 
the country in Road to 
WrestleMania mode. As 
you attempt to rack up a 
good enough record to get 
to WrestleMania, you'll bat- 
tle through an entire sea- 
son's worth of matches (at 
least 45), running the 
gamut from singles to 
handicap to two-on-one. ~ Е 
Along the way, you'll be able to win titles—such as Tag Team, Hardcore, 
and Heavyweight— and you'll have to defend them as you fight it out in 
Sunday Night Heat, Monday Night Raw, and Pay-Per-View events to 
prove you have what it takes to be the champ of the WWE 

Other slammin' options tacked on to WrestleMania 20005 fight- 
card will include the ability to create your own belts and put them 
on the line against your friends, as well as the ability to create your 
own Pay-Per-View events. You'll decide what arena to fight in, who 
will be brawling, and the date of the event. If things proceed as planned, 
look for УУУУЕ WrestleMania 2000 to hold the championship belt 
this November. 
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After Dark! ee 


through in style...and throws in a few secrets! 
By Major Mike (Special thanks to KMK) 


Weapons: Regina 
and the Big Fish! 


Potent firepower in the 
Stone Aue! 


Semeen | 1-ТЕН Hungry or Just Lonely? 
\ 2 ends in isguise? 


Инн л | | и 
и i EE s || s pursuin 


Dh 
CUm — 


ND 


Turn Around 
Aim 


; 67———————— сапсеуђази 


Cancel/Dash 


— Sub Screen 
Decide/Attack 


Before You Start... 


“Huh? I Don't Get it...” 
Random Items 


— 
Will you take the Anes. 


With the exception of some weap- 
ons and keys, all items in the game 
are programmed to appear randomly. 
For example, if we found a Resusci- 
tation on a desk during our walk- 
through, you may find a box of shells 
оп the same desk during yours. To 
avoid confusion, we'll refer to any 
random objects you find as “items.” 


` Random Dinos 
In addition to placing items randomly, 
the game has dinos that attack at 
random, so always be on guard. 
We have, however, cited specific 
instances where dino attacks are 
sure to occur. 


Following Directions 


Instead of right, left, up, and down, 
we use north, south, east, and west. 
The compass feature can be found 
in Regina's Map sub-menu option 
(press O to access the sub-menu). 


Surv ced Basics 


“Lemme Gol” 
Raptors are your most cunni 
eses. If one gets too close, it'll clan 
its teeth onto a limb and thrash you. 
To kick an attacking dino off of you, 

rapidly tap X. 
“Oh, No—1 Lost My Gun!" 


An attacking dino can make you drop. 


any weapon. Look for th 


фл Ж ААА АҒАН 


“Stop the Bleeding!” 
If you're injured and start bleeding as 
a result, your health will start to ebb 
away until you die. You can, however, 
collect several different health items 
to heal yourself when injured. These 
are the most important ones: 
RESUSCITATION: Brings you back to 
life if you're killed. 
HEMOSTAT: Stops the bleeding. 


MED. PAK M: Completely recovers 
your health. 


Mixing Fun 

You can also combine medical sup- 

plies and darts. Here’s an example 

of an item that can be obtained: 
POISON DART: Mix two Resuscita- 
tions and one Anes. Dart L++ 


You can create several other items. 
Experiment! 


Weapon Upgrades 


You can upgrade the pistol, shotgun, 
and grenade gun with these various 
parts: 
PISTOL: Handgun slides and handgun 
sights 
SHOTGUN: Shotgun stocks and fore 
grip and barrel 
GRENADE GUN: Ammo feed cylinder 


Downing the Dinos 
In this game, you must be as aggres- 
sive as your adversaries, so adhere 

` to these two rules: Play dirty and 
anything goes. 


moving toward your target. This 


keeps your target down and inflicts 

‚ damage. If your target falls and 
р, look for а pool of 
blood to form underneath it —if the 
ground remains clean, your target is 
playing possum. Blast it again for try- 
ing to fool you! 


Sleep-n-Shoot 


Okay, so the pistol seems to be ef- 
fective only against compys. In fact, it 
works against all kinds of predators 

if used properly. One effective tech- 
nique is to knock out a dino with a 

tranquilizer dart, and then to fill it 
full of holes while it's sleeping. 


ENS 5 Laughing Now?" 


Of course, nothing beats being sepa- 
rated from your target by a laser bar- 
rier and having a full clip of ammo all 
loaded up. Learning to use the laser 
barriers effectively not only guaran- 
tees an easy kill, but also keeps you 
out of harm's way. 


Rewards and 
Hidden Stuff 


Finishing the game in Normal mode 
unlocks the following secrets: 


Spy, Army, and 
Battle Type Outfits 


Uso this saved data in 
your next mission. 


BATTLE ТУРЕ 


Finish the game. After the end cred- 
its and the ranking screen scroll by, 
a new screen appears announcing 
your reward: a new costume. Save 
the data to a memory card and start 
а new game using the saved data. 
When it begins, you'll be able to 


Regina: Spy, Army, and Battle Type. 
Ancient Type Outfit 


Use this saved data in 
your noxt mission, 


ANCIENT TYPE ) 
Using the saved data from a finished 
game, finish the game and get a dif- 
ferent ending. After the end credits 
and the ranking screen scroll by, a 
new screen appears announcing 
your reward: a new costume. Save 
the data to а memory card, апа | 
start a new game using the saved | 
data. When the game begins, you 
can choose from four different out- 
fits: Spy, Army, and Battle Type (tha 
you unlocked before) and a пеј 
outfit, Ancient Type. Check 
those weapons! 


Use this saved data in 
Your next ih 


Game Mode 
Continues 05 Left 
Play Time 00:00:00 
Clear Times 03 


Normal 


Using the saved me from two co 
secutively completed games, fii m hi 
the game and get the third en 
After the end credits and 
screen scroll by, а new 
pears announcing уош” 
grenade gun with шітке 
Save the data to a. о! 

start a new gai 
data. In your i 
find the grena 
unlimited го) 


EN MMMUAASASAAAAAAAAARAAAAAAAAAARGAAAAAAAAAAAAAGAAAÀ 


generator room. Search the area, 
and you'll discover an item on the 


5 Officially Over" 


E 


Nab the Backup Gene) 
Ground Level (BG 
another item. You 
shelf in order to ge 
top of the shelf a 
wall. Leave the ro 


dead scientist. 


Now go to the backup generator 
room (5) and take a look at the four 
batteries. Move the batteries so 
their color pattern matches that of 
the four levers on the west wall. 
Once the batteries are in the cor- 
rect order, throw the switch. 
Meet Мг. Raptor 


Step outside into the passageway (4) 
and head for the southern area of 
the backyard (3). A raptor follows 
you over the fence and into the 
yard. However, you're safe once you 
reach the facility’s backyard (1). 


Inside the Facility 


When you head to the gate that 
leads outside, Rick calls with an up- 
date and Gail takes the BG Area Key 
from you. 


Enter the facility (6). What you want 
is the control room (8), but in order 
to get there, you must climb to the 
ventilation shaft. 


Go to the southernmost part of the 
backyard (3) and through the gate in 
the fence to the west. 


From the shaft, drop down into the 
first hole you see. 


The gate takes you to the passage- 
way (4) that leads to the backup 


Once you're on the ground (7), go 
to the control room (8). 


You can store т 
in this Emerg Box 


al supplies 


You can find an item outside the 
control room and a Green Emer- 


gency Box on the north wall across 
from the control room door. 


After you chat with Rick, go to the 
management office (9) where you 
can also save your game. You can 
find the DDK Input Disc H on the 
shelf, the Panel Key 2 next to the 
corpse, and the shotgun along the 
east wall. You can also find an item 
in this room. 


MET. 
15, 


2 


A; switch: Will you, pressit? 
| Ууев No 


Press the switch along the north 
wall to turn on the computer, then 
check the computer for e-mail. 


Exit the room through the north 
door and enter the hallway to the 
management office (10). Rick has 
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now activated the shutter, so you 
can control the barrier to the east. 
You may not be alone, however, so 
move fast. 


Facility 


FACILITY 2F 


If you didn't kill the raptor in the 
previous hallway (10), he'll pound 
on the door. Stand by the door and 
wait for his pounding to stop before 
you go any farther into the room. 


Upstairs 


Go to the room to the west (11) 
and collect the DDK Code Disc H, 
then read the journal on the table 
and make a note of the number 
written on one of its pages. You can 
also find two items in this room. 


Climb the stairs to the second floor 
(13-see Facility 2F Map) and push the 
object against the south wall to re- 
veal an item, Go through the door 
at the west end of the hall. 


Now return to (9) and locate the safe 
along the north wall by the corpse. 
Open the safe using the code you 
copied from the journal in the pre- 
vious room (11) to receive the En- 
trance Key and an item. 


п locked With the 
вс Kev DDK) 
Once you're in the next room (14), 
run to the door in the northwest 
corner and examine the DDK de- 
vice. Why are you running? A rap- 
tor is in the room! Set the DDK 
device by solving the puzzle. Unlock 


the door and enter the room (15). 
Note: If youre having trouble cracking the code, 
see the section "Open the Damn Door!" at the 
end of this ProStrategy Guide. 


è switeh? 
"Yes No 


Exit the room through the north 
door. Once you're outside the room 
(10), turn off the laser barrier to the 
east, then turn it back on when 
you're past the beam. Go through 
the door that's along the east wall 
and enter (12). 2 
А survivor! Talk to the dying scien- 
tist, and he gives you the Panel Кеу!. 


2F 


МАР 


| You can also find the DDK Input 
| Disc М in this room. Go into your 
| item inventory and look at Panel Key 


| and Panel Key 2. Read them both 
upside-down, and you'll get a num- 
ber. Make a note of the number, 


| and then go to the commemorative 


medal that’s hanging from the west 
wall. Insert the two panel keys into 
the medal, then enter the number. 


Meet Mr. T-Rex 


Open the safe to get the Key Card 
L. When you try to leave, you're 

attacked by a T-Rex. Don't waste 

any ammo; instead, wait for it to 

scream. When Rex retreats, bolt 

to the door and leave the room. 


Go through the door along the west 
wall at the end of the long hall. You're 
in the passage to the communications 
area (16). Go through the door on 
the north wall. 


Will vou read the memo? 
»Yes No 


Once you're inside (17), read the 
memo and make a note of the num- 
ber written on one of its pages. Pay 


special attention to the part about 
the basic elimination rule. 


Go back to (14) and enter the lounge 
(18) through the door along the 
south wall. 


A raptor is in the lounge (18). Col- 

lect the item and go to the safe 4 
along the east wall. Open it with the 
number that you read in (17). Col- 

lect the handgun slides from the safe 
and read the manual sitting on the 

bar, then leave the room. 


Downstairs 


Now go back downstairs (13) to 
(12-Расйку IF Map). Open the door 
along the north wall with the En- 
trance Key, and head outside. 


Once you're outside (19), you can 
find the DDK Code Disc N and an 
item in the southwest corner of the 
courtyard by the corpse. Also read 
the file of personnel changes and 
make a note of the number written 
on one of its pages. 
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in the front of the room. When the 
raptor attacks, rapidly tap О and X 
to kick it away. 

[5 " ку; FACILITY B1 


Facility B1 


“> 
Will you set the DDK? 

%Үев No 
Re-enter the building (12) and open 
the door along the south wall using 
the DDK Code Disc N and DDK 
Input Disc N. 


Note: If youre having trouble cracking the code, 
see the section "Open the Damn Door!" at 


The map of the 1F floor is shown. 
on the panel f. ма 
When you enter the elevator room 
(20), get the Facility IF Мар. Move 
the object against the north wall to 
find an item. You can find a Red Emer- 
gency Box and another item along 
the north wall. Exit through the door 
along the east wall and enter (21). 


ТҮЗЕ. 4 


` Deactivate the barrier (21) and go 
through the door along the east wall 
at the end of the hall that leads to (22). 
n T Yan 


You can find an item on the corpse 
across from the door. If raptors am- 
bush you, press the green button on 
the wall to slow their pursuit; it acti- 
vates a steam spray. 


Inside (22) is the Backup Generator 
Room BI (BG Room В!) Key, located 


Enter (23). Read the file on the desk 
and the memo on the white board. 
a note of the two numbers 


turn to Rick (8J 


"Restore the Power to 
the Underground Area" 


Like Rick is way too busy for 
Next, make your way outside — 
your goal is (24)— but be careful in 
the office hallway (6). Make a note 
of that scenic camera angle by the 
big window. 


You have used the B1 Backup 
Generator Room Key: 
Return to (1) and use the BG Room 
BI Key on the gate along the south 
fence. You can find an item behind 
the crate across from the gate. 


Once you're inside (24), get the item 
and go downstairs. 


| 
A battery 

At (25-Facility Bl Map), take the sta 
up battery out of the charger and 
place it with the others at the end of 
the south hall. Solve this puzzle 
same way you did the one in (5: 
Facility ІР Мар). 

~ 


_ You can find an item behind the shelf 


to the north of the switch. Return 


and 


anada ДАЛА АС Аа N 


Facility Outdoors 


FACILITY OUTDOORS MAP 


Be on your guard as you enter the е yourself. Be- 
area (26-Facility Outdoors Map)— e you leave the rea, remember 
two raptors are waiting. Run past t un and the item 

the beasts, collect the two items, the northwest 
and go through the door along the 

north wall. 


Meet Mr. Pterodactyl | 


In the next area (27) are new met 
aces— pterodactyls. 


The Outdoors area map 
wall. i 


You can also get the Facility Outdoors 
Map off the south wall. 


More dive-bombing pterodactyls are 
waiting in the next area (29). Zigzag 
past them and go through the door 
against the west wall. 


T T 
е) 


In the next room (30) is the ВІ Crane 
Card and a puzzle. You can also find 
an item behind the shelf along the 

south wall. 


Pipe Puzzle 


The objective of the puzzle is to lay 

three different-colored pipes. The 

key is to drop the Red pipe on the 

left side, the Green in the middle, 

and the Blue on the right. Drop the 

pipes in the following order: 

1) The bottom half of the Red pipe 
to the left 

2) The bottom half of the Green 
pipe in the middle 

3) The top half of the Red pipe to 
the right 

4) The top half of the Green pipe 
in the middle 

5) The bottom half of the Blue pipe 
to the right 


‚ 6) The top half of the Blue pipe to 


the left 


* 
When you've completed the puzzle, | 
the power generator activates. Leave 
the room. 


Once you're outside (29), the ptero- 
dactyl grabs you. Rapidly tap X to 
free yourself. Return to Tom. 


Head outside (26). To keep from fall- 
ing into the abyss, press and hold Up 
and rapidly tap X. 


Now go to (27), and turn on the 
power for the control panel, then 
return to Rick and Tom (28). 


Crane Puzzle 


You're now in a huge room with 
crates (31-Facility Bl Map). Climb 
the ladder, then push the shelf against. 
the east wall to reveal an item and MS 
use the Bl Crane Card to activate | 
the crane. 3 
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Solve the crane puzzle to clear a path 
in the room below. 


The dead man has a memo. 


Search the corpse against the west 
wall and read his memo. 


You can find an item by the north- 
west door. Get the item, then exit 
the room. 


In the next room (32), first deacti- 
vate the laser barrier along the 

south wall, then unlock the door 
along the west wall. 


Head down the west corridor, but be 
careful when you reach the smashed 
fence along the south wall—there 
may be a raptor. 
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If the raptor attacks, kick him off of 
you and onto the live electric wire. 
You'll have one well-done dino. 
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Enter (33), get the item, and then go 
into (34). 


Meet Mr. comey 


N (34), you meet a new menace — 
compys. Equip your pistol and blow 
them away. Go through the door 
along the south wall and enter the 
room (35). 


Get the ID Card and read the memo 
on the desk. 


Exit the room, go upstairs, and make 
your way to the restroom (36- 
Facility ІҒ Map). Get the items. 


Go to the strategy conference room 
(37), which you can now enter by 
using the ID Card. 


Get the DDK Code Disc E, the FC 
Device, and an item, then read the 
data file on the desk. You can also 
use the Yellow Emergency Box on 
the south wall. 


Go to the front area of the entrance 
(19) and use the FC Device on the 
corpse in the northwest corner. 


Head to (23) and use the ID Card 
on the computer in the southeast 
corner. Enter the pass code that you 
found in the file of personnel changes 
(19) and the fingerprint data that 
you just collected. Rewrite the card 
data. You can now use thé elevator 
in (20). 


You have used the d 


Go to (20) and use the ID Card to 
open the elevator. 


Upon exiting the elevator, you're at- 
tacked by a raptor. Kick him, and 
then either put him to sleep with a 
dart or put him out of your misery 
with a few shotin rounds. 


You're now inside the gated area of 
(33-Facility ВІ Map). Get the map of 
ВІ off the wall and collect the items 
in the room. Use the DDK Input 
Disc L and DDK Code Disc L to 
open the door on the north wall. 


Note: If youre having trouble cracking the code, 
see the section “Open the Damn Door!” at the 
end of this ProStrategy Guide. 


The laser barrier has been activated 
in the next room (38). It's a good 
thing, too, because it's the only thing 
keeping a pair of raptors from rip- 
ping you to shreds. You can find a 
Red Emergency Box at the end of 
the hall on the west wall. 


Run past the raptors and enter the 
library (39) through the door on the 
north wall. 
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Collect the items here and Бе sure 
to take the screwdriver out of the 
toolbox. Read the Security Manual 
Vol. 2, and pay attention to the sec- 
tion about how to enter the code. 


There's a raptor in the library — 

either kill it or avoid it and collect 
. the handgun sights. You can also find 
. ап item located in the room's north- 
west corner. 


Go to (40) and run past the two 

raptors. Press the first switch to de- 
activate the laser barrier, th: 
few steps forward and pr 
ond switch to reactivate it. 
find a Green Emergency Во; on the 
west wall along with an item. 


journal on the table 
attention to the wri 
board on the south 


clear, enter the gas 
talk to the injured sci- 
le gives you the BI Key Chip. 
Exit (41), and go throu 
you reach (42): a save 


.. When you exit the gas chamber, а 
d уе attacks. 


Input the number that you. read off 
the chip when you first received it 
and solve the puzzle. Make a note 
of the data storage number that En 
pears afterward. 


on it. 


After the scientist dies, get the Small 
Size Key off his corpse. 


Retrieve the BI Key Chip, then go 
to the storage container with th 
green light. Use the Bl Key Chi о. 
open the container. 


Kick the beast off. When it's trapped 
in the chamber, flood the room with 
various colored gasses or press the 

Red button to gas it quickly. 


assistance in E 


Return to the computer room (42) 7 
and examine the key slots flanking 
the computer terminal on the north 
wall. Try using the Key Card L on 

the left lock. 


Return to (39) and examine the 
computer terminal on the south 
wall. Use the ВІ Key Chip to over- 
write the key chip data. 


you call Gail? 


Call Gail. Together, move th 
puter monitor to reveal a doo 


Use the DDK Jnput Disc E and 
DDK Code Disc E to enter the 
code and open the door to the ex- 
perimental simulation room (44). 


Note: If youre having trouble cracking the code, 
see the section “Open the Damn Door!” at the 
end of this ProStrategy Guide. 


` It looks like а doctor's lii 
Will you read) the fil 


Read he doctor's journal that's on 
the table, then move the shelf and 
get the shotgun stocks behind it. 


Examine the simulator сого рапе! 
and enter “y, “В; and “a.” You'll 
also find an item in the room's 


There's novopen/ close device on 
| the lid of the panel. The lid is 


Return to (42). When the alarm goes 
off, go to the panel across from the 


toolbox and use the screwdriver to 
remove its screws. 


EUER the mcn circuit em 
and solve the puzzle. 
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What will you dó? y 
Choose the option you believe in. | 


‚ Relying upon your skill. 
у Rick's strategy: 4 
Cooperate with Rick and | 
escape through the hatch: 


You are now given two choices: fol- 
low Gail through dinosaur-infested 
hallways or use the emergency es- 
cape hatch. Let's side with Rick and 
use the emergency escape hatch. 


Second Choice | 


ill you operate the 
^^ terminal? 


Go to (44) and examine the com- 
puter terminal along the south wall. 


Follow Rick's directions, and make 
a note of each letter as it appears 
(write them down, because you'll Я 
have to recite them in a minute). In- 
put the letters in the order in which 
you saw them. Repeat this pattern 
three times. 


After you've entered all three codes, 
exit the room through the emer- 
gency evacuation hatch. 


Meet Dr. Kirk 


Kirk gives you the Communication 
ID Card. Now you can access the 
elevator in the control room (8- 

Facility ІҒ Map). Well, what are you 
waiting for? 


Pit Stop 


On your way, stop at the medical 
‘room (35-Facility ВІ Map). 


Use the Small Size Key to open the 
emergency cases across from Tom's 


е ID Сага 

ыб 
When you ES the Sud room 
(8-Facility ТЕ Map), use the ID Card 
to access the elevator on the south 
wall. The elevator takes you to (45- 
Facility 2F Map). 


You have used- 


Collect the items and use the Red 
Emergency Box to stock up on Re- 
suscitations. Get the Antenna Key 


_ from the box next to the door along 


Unlock the door (save your game if 
need be) and exit the room, | 


n 
И 
t 


ient re now on ye terrace mm 


Collect the item xm the walkway. 
and enter the communication ап- 
tenna room (17). 


Go to the slot and insert the An- 


tenna Key, 


Don’t leave the room after you acti- 
vate the antenna; instead, take a mo- 
ment to mentally prepare for what 
happens next. 


As soon as you exit the communica- 
tion antenna room, the T-Rex gives 
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chase. Run down the walkway to 
(45)...but the door is locked—and 
you must wait for Rick to open it 
electronically. 


> 


Don't waste any ammo on the T-Rex; 
instead, dodge his lunging bites. 


The easiest way to avoid Кех5 jaws 

is to run to the northeast corner, 

tap R2, and wait for him to lunge. 
ARCS TRE 


When Rex lunges, run south (press 
Down on the control pad) to dodge 
his snapping jaws. Stop, then tap R2 
and wait for him to lunge again. 


4 


If you make one false step, you're 
dino lunch. А 


Head to the Heliport 


When you're safely back in (45), stock 
up on ammo. Take the elevator back 
down to (8-Facility ІР Map), and then 
head to the heliport (48-Facility Out- 
doors Map). 


When you're at (19-Facility IF Map), 
you'll find two pterodactyls flying 
overhead. Zigzag to the door against 
the east wall. 


792 


Run-n-gun your way down the pas- 

sage to (46-Facility Outdoors Map). 
Collect the item in the northwest 
corner and be careful of raptors that 
drop from above. 


j 
[0 


Go through the door against the west 


wall at the end of the passage. 


ENS 
Once you're inside the hangar next 
to the heliport (47), get the grenade 
gun and other items at the south end 
of the catwalk. 


Push the crate pictured in the screen 
above to the east. 


Then push the crate shown in the 
screen above to the south. 


Паза = 
Next, push the crate in the screen 
above to the west. 


Preys 


Push the crate in the screen above 
to the south. 


And finally, push the crate in the 
screen above to the east. 


Get the item to the right of the door 
that leads to the heliport, then open 
the door. 


Мг. T-Rex...Again 


Now you're ready for another game 
of keep away with the T-Rex (48), 
but avoid the big guy until Rick opens 
the door. 


Run around the chopper, keeping ii 
wreckage between you and the T-Re 
Careful of the fires— get too clo: 
and they can harm you. : 


Take a few shots at the T- 1 
collect the various items scattered 


Eventually Rick opens the: 
northeast corner of the he 


m 


we 


Will you read it? 


Enter the room (51), and introduce 
the compys to your pistol. Collect 

the C.O. Pass off the shelf, then read 
the dead man's memo and take the 


Upon exiting the elevator shaft (49- 
Outdoors В! Map), equip the pistol. 


mm „© 
As you walk down the hallway (50), j 

compys appear. Run past them and. 
go to the room located inside the | 


recess along the east wall. Т TH рога through the door 


along the west wall at.the south end 
-of the hall (52). 


A 


ны 
aP 


Facility ВЗ 


B3 MAP 


FACILITY 


Like Rick can't help. You can find a 
fresh battery in (53-Facility B3 Map) 
along with another item. Get the 
white battery and take it to Rick 
(54) so he can restore the power. 
Collect the two items in this room. 


Go to (55): a save room. Get the 
B3 Crane Card |, B3 Crane Card 2, 
and other items (one is behind a 
shelf that you have to push). You can 


November 1999 


Nr 


also use the Red and Yellow Emer- 
gency Boxes. Read the security 
memo. Exit the room through the 
door in the northeast corner. 


Meet Mr. Therizino Saurus 
тч 


When you enter the next room 
(57), have a Poison Dart ready. Walk 
over to the ladder. 


Rapidly tap X to dodge the con- 
tainer that falls from overhead. 
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Shoot the Poison Dart at the dino- 
saur that appears, then shoot the 
other dinosaur. When the music 
stops, the danger's over. Collect the 
items and exit the room through the 
door against the north wall. 


Shoot the dino (58), then get the 

B3 Crane Card 3 Key and the C.O. 
Area Key. Don't fret about the laser 
barrier against the east wall yet. 


Return to the previous room (57), 
and then climb the ladder. Use the 
three Crane Card Keys to activate 
the crane. 


Crane in the Neck 


Use the crane to move the crates 
in the room below and create a pas- 
sage to the corpse holding the disc. 


Descend the ladder and take the 
DDK Input Disc W from the body. 
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B2 


FACILITY 


You ‘have’ Used ith 


Go to (54) and use the C.O. Area 
Key to open the door along the 


MAP 


west wall. 


Two dinosaurs are in this long cor- 
ridor (59). Kill them now—you're 

going to use this hallway frequently. 
You can find an item at the north 

end of the hall. 


indicated on the panel 
y Y 


Enter the Rest Station (60) and search 
the corpse to find a valuable item. 
You can also get the Facility B3 Map 
off the north wall. 


Room at the Тор 


In the next room (61) are two more 
dinosaurs. 


Stop at the top of the stairs (62- 

Facility B2 Map). What's that sound? 
Why, it's one of your old friends— 
the raptor. 


Kill them and go up the stairs along 
the east wall. 


Kill the raptor, collect the item, and 
go through the door at the end of 
the hallway. 


In (63), which is also a save room, 
turn off the alarm at the computer 
in the southeast corner of the room. 
Get the DDK Input Disc S and the 
B2 Key Chip, and then read the file 
of notice messages. 


Exit and climb to the ventilation 
opening (62) just outside the door. 
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Ready some potent firepower be- 
fore you try to get the disc sitting 
on the shelf along the northwest 
wall—you'll have to get past a nasty 
raptor first. 


After the first raptor attacks, get the 
Key Card LV. C off the shelf on the 
northwest wall. Be prepared for an- 
other raptor that approaches from 
the southeast passage. 


t 


You can find both a Red and a Green 
Emergency Box at the end of the 
east hallway along with an item. Exit 
the hall through the door along the 
east wall of the north passage. 


Ò 


Once you're inside (65), get the DDK 
Code Disc W, then read the file book. 
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Go to (66) to meet up with Gail. 
After he leaves, read the researcher's 
journal and take the item off the shelf 
that's along the north wall. 


Will you climb to the venti 
opening? 


Leave the room and take the ventila- 
tion shaft from (64) to (62). 


Head back to (60-Facility B3 Map). 
When you descend the stairs in (61), 
Rick calls to tell you he's opened the 
shutter. 


You can now deactivate the laser bar- 
riers in (58) and (61). 


‚л 2 


ы уез No á 
Go back to (60) and use the DDK 
Input Disc W and the DDK Code 
Disc W to open the door along the 
south wall. 


Note: If youre having trouble cracking the code, 
see the section "Open the Damn Door!" at the 
end of this ProStrategy Guide. 


Enter the room that you just un- 
locked (67); it's also a save room. 
Rick joins you. 


note of the number on it. You can 
also find an item on the corpse. 


Regina to the Rescue 


The power's out, so you must get 
another battery. Check the main 
battery in the room and remove it. 


Go into (53) and insert the battery. 
Rearrange the batteries so their 
color scheme is identical to that of 
the four switches on the adjacent 
wall. Throw the switch. 


Enter the elevator (68), then get the 
Port Card Key, the DDK Input Disc 
D, and an item. 


8 SSN A 
Next, head to (67). Rick unlocks the 
door that leads to the adjacent hall- 


| 
| 
Wil you зе пе оок? 
P تو‎ »Yes No 
Return to (63-Facility B2 Map), and 
then unlock the door on the east 
wall with the DDK Code Disc S and 
the DDK Input Disc S. 


Note: If you're having trouble cracking the code, 
see the section “Open the Damn Door!” at the 
end of this ProStrategy Guide. 


2 
= 
2 


In (70), head to the door along the 
north wall. Unlock it, and you'll dis- 
cover it leads to (64). 
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From (64), go to the door against 
the west wall and get the item be- 
fore you enter the next room. 


Enter (71), but carefully—you have 
company. Find the DDK Code Disc D. 


Now return хо (63). Put the B2 Key 
Chip and the B2 Key Chip 2 into the 
two slots flanking the computer ter- 
minal on the east wall. Examine the 
computer between the two slots 
and overwrite the data of the two 
key chips using the number carved 
on the B2 Key Chip 2. Now solve 
the puzzle. 


Return to (70) and use the DDK 
Code Disc D and the DDK Input 
Disc D to open the door against the 
south wall. Go through the Доо 


Note: If youre having trouble e, 
see the section "Open the Damn pex "а: Ж 
end of this ProStrategy Guide. 


Use the B2 Key Chip to open the | 
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In the next hallway (72) are two locks. | 


first lock and use the B2 Key Chip 2 
on the second lock. 


After you open the second door, 

pick up the item on the floor. Be- 
yond the door at the west end of 
the hall is the generator. You're al- 
most at the end. 


Power Generator 


Time to start this puppy. First, press 
the green switch along the north wall 
(73) to make a bridge to the center 
of the room. 


Don't cross the bridge; instead, exit 
the room through the door on the 
west wall. 


In the next room (74), descend the 
stairs. 


At the bottom you can find an item 
behind the cabinet along the south 
wall. Read the researcher's journal 
located against the south wall. Along 


the east wall is the Key Card Level 
B; take it and go back upstairs. 


Exit the room (74) through the door 
along the south wall. 


In the next room (75) is the Facility 
B2 Map. Grab it, and examine the 
unconscious scientist. Take a look at 
the white board along the east wall. 
Here's another puzzle — solve it to 
byes c the emergency power supply. 


ез memo. 


Before you leave the room, get the 
item from the end of the east hall 
and read the researcher's memo. 
Make a note of the number written 
on one of the pages. There are also 
both a Red and a Green Emergency 
Box on the west wall. There's noth- 
ing you can do now for the wounded 
scientist, so leave the room and re- 
turn to Ка) 


Check out the computer directly 
ahead of you. Read the manual to its 
right, then try to operate the termi- 
nal that controls the generator. Get 
the item that's up the steps and 
against the east wall. 


Head back to 05) and examine the 
corpse, then make a note of the 
number on the bloody memo. Also 
inspect the bloody fingerprint on the 
east wall and use the FC Device to 
collect the fingerprint data. 


Backtrack 


ОПЦ 


Before going any further, backtrack 
to (71)—the room where you found 
the DDK Code Disc D—and exam- | 
ine the case in the northwest cor- | 
ner. Use the number you read on - 
the bloody memo to unlock the | 
case. Get the fore grip and barrel | 

for the shotgun. Find an item іп (һе | 
southwest corner of the room. 


Go around the corner and through 
the door. 


Once you're inside (76), go down | 
the hall and through the door. 


After Dr. Kirk delivers his speech, 
you receive Key Card Level A. 


Decision Time 


First Decision: Gail's Way 


What will you do? 
Which stratedy will you attempt? 


Gail's strategy: Head for 
the B3 Lv. А Area. 


Rick's strategy: Head for 
{hê Parts) Storage on B2 


ШҮ Р 
Decisions, decisions. Let's try taking 
Gail's advice for a change. 


Before you begin your quest for the 
Initializer and the Stabilizer, read the 
file, then exit the room (77) through 
the door on the south wall. 


In the next room (78), take the item 
and read the document. 


Before heading for the Initializer and 
the Stabilizer, take a detour to (70). 
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You can find a very valuable item in 
this room if you search thoroughly. 
You can also locate an item behind 
the cabinet along the east wall. 


Go to (74) and take the elevator 
along the south wall down to B3. 


When the elevator lets you off at 
(60-Facility B3 Мар)—а dinosaur is 
waiting. Your destination is (56) on 
this floor. 


When you enter (58), you can de- 
activate the laser barrier along the 
east wall. Use this to your advan- 
tage—there' a dino in this room. 


In the recess behind the barrier are 
some items. 


The Initializer 
and the Stahilizer 


Enter (56), and get the Initializer and 
the Stabilizer from the second floor. 


Return to (63-Facility B2 Map), and 
go to the computer. Use the ID card 
at the computer and input the num- 
ber you found on the pages of the 
researcher's memo in (75). Enter the 
fingerprint data, and then overwrite 
the card. 


Dr. Kirk’s ID Card 


You now have Ог. Kirk's ID card. 


| ^ 


ae 
Return to (74) and use the computer 
with the manual next to it. 


Go to (73) and walk across the bridge 
you made earlier. Activate the ma- 
chine on the south wall, then place 
the Stabilizer in the machine. 


Now go to the elevator against the 
south wall and take it down a floor. 


Head to the end of the passage and 
insert the Initializer into the machine 
against the east wall. 


Use the computer against the west 
wall. You'll also find an item nearby. 


Return to the floor above where you 
used the Stabilizer and activate the 
computer. You have now turned on 
the generator. 


Decision Time 


Go back to Gail (78), who gives you 
the transmitter. This is the last time 
you have to make a decision—and 
it’s a big one that determines the 
ending. Again you must choose be- 
tween Gail and Rick. 
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What will you! do? 
Choose the idea you у 
to follow. 


Gail's Ide 


Rick's^ldea: р 
Ignore your duty апд до after | 


Okay, Gail, tough guy, we'll do it 
your way—go get Dr. Kirk. Head 
to (71). After you meet up with 
Gail, take the Secret Disc. 


—- == = " 
You end up back at (67-Facility B3 
Map). Exit the room through the 
door along the west wall. The bar- 
rier should be cleared from (69) by 
now. Go to the end of the hall and 
through the door along the north 
wall. You can find an item at the end 
of the hall. 


You're now at the pier (79). Go 
through the door at the north end. 


At the dock (80) is a hovercraft. Jump 
aboard, and you're home free...or so 
it seems. 


The T-Rex is in hot pursuit! Equip 
the grenade gun and use the Yellow 
Emergency Box that's located on the 
hovercraft. Go outside. 


Here's another game of keep away. 

With the grenade gun, use hit-and- 

run tactics on the T-Rex. After three 
to five hits... well, you'll just have to 

find out for yourself. 


ling 2: Agree with Rick 


Store ammo in this” 
Emergency Сои 

Forget it, Gail—you're more im- 
portant than Dr. Kirk. Go past the 
pier (79) to the dock (80). Once 
you're inside, you'll be able to use 
the Red Emergency Box at the top 
of the stairs. 


Go downstairs and greet your col- 
leagues. Rick gives you an empty 
energy tank. 


Go back to the pier (79) and refill 
the energy tank from one of the 
barrels of nucleum. 


Return to the dock (80) and give the 
energy tank to Rick. Get the grenade 
gun ready, and then go outside to 
the pier (79). 


However, the T-Rex is hot on their 
tail in pursuit of the moving railcar. 


ЖУ, ГА 


The final face-off with che T-Rex is 
similar to your episode at the wrecked 
chopper. Let it chase you around the 
pier, then turn to shoot it when the 
word "Fire" appears at the bottom 
of the screen. After the T-Rex takes 
a few rounds, the ending cinema 
kicks in. 


Ending 3: Agree with Rick 


What will you'd 5 

Choose the idea you wish 

to follow. H 

Gail's Idea: Si 

Put priorityvon the 

mission land go after 

Dr. Kirk: 

>Rick’s Idea: 

Ignore your duty and go after 


Have the grenade gun handy and 

weave from side to side to avoid the 
Rex's jaws. Between his snaps, give 
him a shot. 


The third ending actually branches 
off from siding with Rick during the 
final decision. 


Enter your item inventory and ex- 


After three to five hits, the final and 
best ending begins. @ 


amine the pulse receiver to find 
Kirk’s location. 


Go to (81) and take the railcar north 
to the underground heliport. 


You find Dr. Kirk trying to make a 
getaway in a helicopter (82). After 
subduing Kirk, you call Rick and Gail, 
then meet them at the railcar plat- 
form (81). 


P Dino Crisis GamePro 


November 1999 


“ҮТҮТҮТҮТҮТҮҮҮҮҮҮТҮҮҮҮҮТҮҮҮҮҮҮҮҮҮҮТҮТҮҮҮҮҮТҮҮҮҮҮҮҮҮҮҮҮҮҮҮҮЧҮЧҮҮЧҮЧҮЧҮЧҮЧҮҮЧ ЧҮЧҮ ЧҮ ЧҮ ЧҮ ЧҮЧҮ ЧҮ ЧҮЧ ЧҮ ЧҮЧҮ ЧҮЧҮ ҮЧҮ ЧҮ ЧҮ ЧҮ ҮҮ + 


Where the PROS Go for ALL Their Gaming Needs! 


GAMEP RO 
‘SUPER STONE: 


we BUY and NS COLL 


SELECTION! 


Mr All video game systems 
SHOPPING 9 y 


ков д. ° All console video games 
YOUR * PC games 
GAMING * Controllers and peripherals 
NEEDS/ * Strategy guides 

* Exclusive GamePro merchandise 


BARGAINS 

GALORE! 

TURN OLD GAMES 

KE INTO NEW GAMES! 
NEW PRODUCTS 


NOZA UPDATED DAILY! 


BUY and 
SELL 


• 1000s of video games 
and video game products 


* Immediate credit for 
purchases on 
GameProSuperStore.com 


* All products guaranteed 
and quality-checked 


RESERVE ie 


< => 
PlayStation 


NINTENDO^^ 


УМ 


b 


© 


Dreamcast. 


GAME BOY. 


і 
МЕОСЕОФОСКЕТ 
COLOR. 


ioc WwWW.gameprosuperstore.com 


NEAR 
Plevieus 


Developed by Black Ops Entertainment 
Published by Electronic Arts 
Target release date: November 


HANDS-ON PLAYSTATION 


SHRED & Stirred 


ithe у year or so that Tomorrow ` 

Never Dies was delayed, the 

game underwent some significant 
~ cha Без. Insteadof being a sequel 


ЕЎ 


ў Naturally. Bond is нәт Wel armed; fighting y with everything from - 
his beloved j Walther го ап infrared sniper rifle, You also, find cool 
gadgets, like laser-firing cufflinks of sticky mines for blowing up У 

stuff from afar, sprinkled liberally throughout the вате. 7 - 

In the unfinished preview version we played; the targeting . 
system а and camera-(two of the trickiest ‘elements of a third- 

person action gamé) performéd smoothly. The. camera didn' t 

leave you in a lurch; auto-targeting dit 4 

up the nearest. enemy; and:the sniper 

mode let You kill ópponerits-at.will. - 
„Оп дне gameplay side, EA i is sê 
work gon tuning up; ithings, but it 
| seems ке the gamë is more about 
straight-ahead shooting and'less about 
the kind of stealth and evasion that 

-helped Syphon Filter shine. If this re- 

"mains the case in the final Vision; 

Tomorrow Never Die’: will probably 

appeal more to younger gamers or- 7, 

those looking for some fast, gonzo, 

unstrategic action. J, 


to the movie, it now more or less 
follows the movie's script, instead Е 
of м i After long delays, 007's finally showing up on the PlayStation just as the ips for 
іѕ поуу sadly à one-player зате: mis latest flick peaks. But will Tomorrow Never Dies pack the gameplay punch that 
Fortunately, TND's eight levels. gamers have come to expect from the world's most popular superspy? 
- of third-person gameplay still serve 
“up the 2 flashy action and cool twists lar / 
Санаса? are Bond’s trademarks. ~~ 7 а 
Бог example, while in pur- 
Comme J OMmorrow Vever Dies 
E Elliot Carver; yoü drive hn j 
Q's "modified" BMW 750 in a Spy Y 7 ш 
Hunter—'esque race to blast apart 
enemy cars before the finish lines | 
reached. ^ A View to a Killing 
In other levels, you shred the 
slopes, stabbing enemies with ski 
Spoles in battles that feel like Road 
Rash on snow. Naturally, there's 
- plenty-of Combat as Вопатеѕ- 
- cues nukes at a Russian airfield, 
fights through Carver's newspaper 
plant and stealth ship, and more. 
> М опе level; you even switch char- 
~ acters and play as Wei Lin, the 
Chinese agent who's helping Bond 
> shut do 
۴ 


pow 
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It's about time wacky, frenetic cart-racing 
fun made it to the PlayStation. Although 
CTR: Crash Team Racing resembles the 
Mario Kart games, it has loads of racing 
features and different game modes that should offer a unique gaming 
experience. In the preview version, CTR was an extremely fast-moving 
game where winning required a 
strong emphasis on car control, not 
just on slamming the gas. 

This game will be truly à la mode: 
Adventure mode will take you on 
a solo journey through 20 detailed 
tracks, Vs. mode and Time Trial 
mode will pit up to four players 
against each other on 18 tracks, and 
Battle mode will allow everyone to 
duke it out in 7 arenas. 


In the early version we played, 
CTR was already living up to its 
Crash Bandicoot graphical heri- 
tage of bright colors, sharp detail, 
and unique 3D environments. A 
very fast frame rate kept up with 
all the action without any pop- 
up or fogging effects to fill in 
backgrounds. 

The wide variety of tracks, 
which ranged from ice caves to 
pyramids and deserts, provided 
plenty of eye candy as the 
scenery buzzed 
by. Upcoming ad- 
ditional effects, 
such as custom 
victory celebrations, 
should add to the gaming 
fun. CTR looked as sweet 
as it played—it's worth 
keeping an eye out for. 


BY DR. ZOMBIE 
= Developed by Naughty Dog 


m Published by Sony Computer 
Entertainment America 


= Target release date: November 


PLAYSTATION 


All your favorite Crash Bandicoot characters slam the pedal to the metal for no- 
holds-barred cart-racing fun. 


F Var 


] ^ wide assortment of 
weapons and power-ups, 
such as bowling bombs, 
tracking missiles, warp 
orbs, and invincibility, will 
_| keep racers on their toes. 
Wumpa fruit and wooden 
crates scattered through- 
out the tracks will add to the effec- 
tiveness of the weaponry. 
To maneuver across the obsta- 
cle-ridden terrain, racers will need 
to combine weapon mastery with | : 
control of their cart by pulling off fast starts, power slides, chain 
turbos, and power wheelies. Hidden passage- 
ways and time-saving shortcuts will also 
abound in this fast-paced game. 
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Developed and published by Acclaim 
Target release date: November 


Turok: Rage Wars 


IT'S ALL THE RAGE 


Acclaim plans to come out gunning 
again this holiday season with a title 
that’s sure to satisfy your multiplayer 
bloodlust. Turok: Rage Wars will be 
the newest addition to the outstand- 
ing dinosaur-hunting franchise —and 
this time, you'll be hunting your 
friends. Rage Wars is breaking away 
from Turok' classic formula of first- — 
person combat to allow up to four people to engage in deathmatch action. 
Blastheads will choose one of 17 playable characters, including Turok, Adon, 
Oblivion Deathguard, and even some mighty mites, before going on a rampage 
of destruction through 36 multiplayer levels. In addition to its four death- 
match modes (Bloodlust, Team Bloodlust, Frag Tag, and Capture the Flag), 
Rage Wars will also include Cooperative, Time Trial, and Frag Fest modes, as 
РТ well as Scenario mode, where gamers 


Nintenvo 64 


six CPU opponents to collect 50 
medals and unlock 25 player skins. 


I COME IN PEACE, YOU GO IN PIECES 


As you would expect, Rage Wars will pack some serious heat, offering 
an arsenal of outrageous weapons. In addition to the mini-gun, grenade 
launcher, and Mag 60, the game will include a wicked plasma gun; a chest- 
burster, which will shoot an embryo into your opponent that bursts out 
30 seconds later (a la Alien); an emaciator, which will shrink your oppo- 
nent; and 10 other destructive dandies. 

Plus, each weapon will feature a secondary firing function that adds 
even more punch: You'll be able to have grenades detonate on impact, 
lay down sweeping - 
fire with your shot- 
gun, toggle a shield 
while using the 
mini-gun, and much 
more. If you're a 
fan of the franchise, 
you'll want to keep 
your eyes peeled in 
the coming months 
for more on Turok: 
Rage Wars. 
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PERFECT AERIAL STUNTS AND FORMATION PILOT ONE OF 11 DIFFERENT JETS FIVE MODES INCLUDING BLUE IMPULSE 
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BY MAJOR MIKE 


Developed by No Cliché 


R EY и Published by Sega 
Й m Target release date: November 


HANDS-ON DREAMCAST 


Ir Looks LIKE toy combat fever is set to 
hit the Dreamcast with Toy Commander, a 
mission-based action game that is shaping up 
to be very addictive and very fun. You fly 
model planes, drive toy jeeps, and comman- 
deer other combat playthings that use pencils 
and bottle rockets as weapons. One of the 
best aspects of the game is that each mission 
requires you to work in tandem with other 
army units that you can easily switch between 
with a single button press. 

In its preview form, Toy Commander had 


strong visuals and a consistent frame rate that never faltered. The graphical details, like cereal box 

logos and building blocks, added a cool, realistic touch, but the camera angle could use a bit of 
tweaking—at times it was hard to see who was shooting at you, especially when in close quarters 
with your enemy. The controls performed well, and the soundtrack had the necessary pops and 

zings to put you in the action. The battle for the kitchen sink has never been so fun. O 


BY FOUR-EYED DRAGON 


MTV Sports: Snowboarding ШЕ eT 


и Target release date: October 


MTV AND SNOWBOARDING—together? You'd better believe it! MTV 
Sports: Snowboarding combines a rockin’ soundtrack comprised of popular alterna- 
ye) tive and techno groups with a truly powder-punishing 
snowboarding experience. 

This game comes packed with features. You tour five courses 
with six boarders who have distinct riding styles and the ability 
to pull off 46 tricks that can be grouped into hundreds of com- 
| bos. There аге five competitive events—Slopestyle, Half-Pipe, 
Freeride, Boarder X, and Big Air—and several game modes, 
including Training, Qualifying, Challenge, and Head-to-Head. 
But the highlight is the Create-a-Park mode where you can 
edit your own hill with lovely green trees, essential rock 
obstacles, and, of course, gigantic jumps. 

The early version showed а lot of style. There was an ear- 
ful of groovin’ sounds, and busting an inverted 720° was no 
problem. The slope conditions, however, needed work—the 
tracks were uneven, and the graphics were pixelated. If the 
courses are smoothed out, MTV Sports could have a great 
snowboarding season. 
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On level four 
if you look under 
the rock you can totally 
bypass the dragon. 


Thousands of titles, the newest releases, ready to ship, 24 hours a day. е, 


‚сот 


www.eToys.com 
AOL Keyword: eToys 


SNEAK 


Previews BY SOBA FATT 


и Developed by Pitbull Syndicate 
m Published by Infogrames 


Test Drive 6 3 m Target release date: November 


UPDATE PLAYSTATION — DREAMCAST 


THE WELL-KNOWN Test Drive franchise is roaring onto the 
Dreamcast and PlayStation with an audio and visual overhaul that 
should thrust console racers into high gear. TD6 will feature 40 
licensed cars, including '68 and '80 Mustangs, the Aston Martin 
V8 Vantage, the Dodge Viper, and the '55 Ford Fairlane. Spanning 
the globe from Paris to New York to London, the 30 new tracks 
will feature shortcuts and 
interactive objects, from 
angry alligators to highly 
smashable café tables. --- 
Т65 retooled graphics should burn rubber with special 
effects like reflections and shadows, while new "skin" textures 
should make the cars appear ultrarealistic. Looks aren't everything, though... 
This puppy's dope sound system will feature environment-specific sounds — 
if you drive by a nightclub, you'll hear the pumping beats come and go. 
Ultimately, it all comes down to action, and with multiple cop 
cars, TD6 promises more realistic chases than ever before —the 
police will even track you by chopper! Look for Test Drive 6 to 
skid onto the streets this 
November. (29 


Test Drive Cycles BSF | и Developed and published by Infogrames 
Ум и Target release date: First Quarter 2000 
Get READY TO hop on a hog as the Test 
Drive series plans to go two-wheelin' next year. 
Test Drive Cycles will put you in the 
padded seat of some 30 licensed i гга? 
motorcycles, from sport bikes to Ё Р 3 
muscle bikes to cruisers, including 
the Harley-Davidson VR000 and 

4 the Harley-Davidson Road 
King. Each class will fea- 
ture unique handling char- 
acteristics and offer multiple 
upgrade schemes, so you 
can sport a manly chopper. 

TDC promises realistic cycle physics in an arcade-racing 
environment that will span 12 international tracks, from Wash- 
ington D.C. to the tropical island of Bali to the French Riviera. 
TDC's game modes will include Quick Race, head- 
to-head action, and a Championship mode that will 
pit you against five АЛ. opponents and track obsta- 
cles [ike oil slicks and traffic jams. Smashing through 
objects will earn you respect, dignity, and important 
stuff like trophies, new track paths or shortcuts, and 
new bikes or upgrades. 

Grease monkeys and hog lovers everywhere will 
toot their horns over Test Drive Cycles—look for 
it early next year. (7 
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FIRST LOOK 
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Р Г е ү ( е Ш S BY BAMBOO САВАВАО 


Developed by Human Entertainment 


Publisher to be determined 


í қ 
Fire Prowrestling G ыы 


OVERSEAS PROFILE PLAYSTATION 


CAN'T GET ENOUGH of that mat-slamming, chest-slapping, backbreaking fun that 

makes wrestling such a blast? Well, neither can the gamers in Japan, if the immense popularity 
of Fire Prowrestling G is any indication. FPG's gameplay never gets tiring as you gleefully rub 
opponents' faces in the mat with "figure four" leg locks, DDT-style slams, and more. Hopefully, 
a US. company will bring this title to American shores so the rest of 
us can join the fun; in the meantime, wrestling fanatics might want 
to spring for an import version. [4] 


ВУ ВОВА FATT 


Grand Theft Auto 2 €i Developed by DMA Design 


Published by Rockstar Games 
Target release date: October 


THE CREATIVE TEAM behind the hyper-violent Grand Theft Auto is back 
with GTA2, a promising sequel with improved visuals and a deeper story line. This 
time, your con-man punk awakens іп а desolate future where powerful gangs run the city. You'll have to join them or set them f= 

І х against each other. Either way, your goal is to become the kingpin 
while uncovering the mysterious secret of your long sleep. How to 
start? The old-fashioned way: By stealing cars! 27 


FIRST LOOK PLAYSTATION 


ВУ ВОВА FATT 


Rocket: The Robot on Wheels E BD |= Derclopes by sucker Pane 
D 


Published by Ubi Soft 
Target release date: November 


Rocket: THe Ковот ON WHEELS follows the misadventures of a 
toy robot as he tries to save Whoopie World, an intergalactic amusement park, from 
the diabolical plans of crazed mascot Jo Jo the Raccoon. Even in this early build, Rocket 
featured highly responsive controls and a strong sense of realistic physics. There's a dolphin 
that swims and bobs like it's in real water, while a hot-dog car goes off-road like a four- 
wheeler—and every level has its own vehicle. Densely packed with puzzles and platforming. 
challenges, Rocket will be whoopin' it up this fall. £ 


Мінтеноо 64 


HANDS-ON 
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Rights Reserved. "Codemasters"* is а 
registered trademark. owned Бу 
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other trademarks and trade names are 
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Ride and wipe-out 

on 25 mountain 

; biking trails as 

(jd one of eight 
riders, each with 

different skills. 


Hurl yourself over 
precipices and 
race for glory in 


м. one-to-fourplayer 
head-to-head 
зш. competitions. 
59 ~ 
ES + 
™ 


Perform insane 
stunts, including 
wheelies, 360s, 
bunnyhops and 
suicides on 
customizable 
bikes. 


BREAK YOUR FEAR 


Codemasters ۵ Available on PlayStation® game console 
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и Developed and published 


by Rockstar Games 
и Target release date: November 


№ PLAYSTATION 


RocksTAR GAMES HAS joined forces with Thrasher magazine to thrust you literally and virtually 
into the most daredevil stunts ever to break human bones. Thrasher: Skate and Destroy takes you 
through 12 courses of cartilage-shattering mayhem where you link skateboarding tricks to score points. 
Your run may be cut short, however, by the ever-notorious police 
officers, who chase you at the end of each level. Score enough points 
before the pig roast, and you'll advance to the next area. 

This early alpha build was an impressive start, featuring extremely 
realistic and fluid character movement and funky trick-linking via 
combos — but Rockstar has a ways to go before this is game's a skate 

star like Tony Hawk. Its 
scoring system, for in- 
stance, may leave you hitting the same tricks on each level 
to drive up your tally. The game's core engine is already 
tight, though, and Thrasher's on a crash course to be an in- 
tense, realistic skateboarding game. (29 


“ву FOUR-EYED DRAGON 


Developed and published by Infogrames 


и Target release date: November 


TAKE CONTROL OF Slave Zero, a mechanical war machine created in 
the distant future, whose purpose is to help a rebellion force overthrow the 
evil dictator, SovKahn. Standing 60 feet tall and loaded with powerful cannons and wicked rocket launchers, 
Slave Zero can pick up and toss pedestrians, vehicles, and other small objects, obliterate buildings, and punch 
nagging sentinels programmed to exterminate you. Each level takes place in metropolitan environments that 
include military bases and mazes of sewers, as well as an array of upgradeable weapons that you must find in 
hidden spots. 
Responsive controls and smooth graphics headlined the early version of this game. Other than the 
чел A.l. and the visuals that contained minor breakup in а few areas (both of which were still being 
7 TEN worked on in this version), 
this shooter has a strong 
future. If Infogrames can pol- 
ish off the minor blemishes, 
Slave Zero looks to shine on 
the Dreamcast. (27 


Dreamcast 
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= Developed and published Бу 300 
= Target release date: Fourth Quarter 1999 


PLAYSTATION 


HE PLASTIC FIGHTING men of the green and the 
gray are back for more trench warfare. This time, how- 
ever, the battle between them is fought from the sky. 
Army Men: Air Attack features chopper combat across 
several battlefields, including backyard patios and sand- 
boxes. The controls in the preview version were easy 
to master, and the 
visuals held up at 
a consistent and 
smooth frame rate. 
Audiowise, though, 
the sound effects could use some punch—they're way too low-key 
for a war game. Hopefully, that aspect of the game can be whipped 
into shape before Air Attack ships out. (27 


CONSPIRACY 


BY MAJOR MIKE 


и Developed Бу Тока 
m Published by Mindscape 
|| n Target release date: October 


DREAMCAST 


AT HEAT.NET! 


T LOOKS LIKE Dynamite Cop will have some competition: Soul 
Fighter will feature 3D beat-em-up action with a fantasy twist. You will 
play as one of three distinctive characters (a spy, a wizard, or a war- 
rior), who'll each use several weapons, including axes, crossbows, and 
bombs. Playing from either a third- or first-person view, you'll hack-n- 
slash your way through six worlds, each 
capped by a tough end-boss. So far, it looks 
as if Soul Fighter will be a contender for the 


Dreamcast action crown—find out the real ; | 
score this fall. (22 ў Е | t ч e UNREAL TCOLIRNAMENT ^ 


* BALDUR’S GATE™ 
TOTAL ANNIHILA 


a = : 100+ GAMES, INCLUDING: 
e QUAKE 11 
e KINGPIN™ 


E ITE тами 


В; 


© 1998 SegaSolt Networks, (пе, HEAT and НЕАТМЕТ are, 
trademarks of SegaSoft Networks, Inc. АЙ rights Teserved. 
ll other trademarks are the property of their respective owners. 
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ВУ ВАМВОО САВАВАО 


AY. |= Developed by Pacific Power & 


(т О M Light Company 
246 = Published by THQ 
m Target release date: November 


NiNTENDO 64 


Nabisco, 
distributors 


IKE ITS PREDECESSORS, Nuclear Strike 
(the fifth game in the series) offers the same yu 
8 

type of chopper combat— but this time on oun 


2. To Participate 


"p = | your Nintendo 64. Judging from an early pre- maa а 
: view version, the gameplay will definitely sat- 
x isfy veteran pilots of the prequels with its Y by Зла 
variety of missions and 10 diverse war machines (jets, tanks, and even a |” 5. арын 


hovercraft). However, minor aspects, like "winching up" passengers and 
supplies, still need tweaking. THQ has plenty of time left to tighten things 
up, and if it does, Nuclear Strike will likely 
interest action fans. (27 
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BY BAMBOO CARABAO 

A relating lo this game promoti 

{| " Developed by Trey Arch прије original game 
ДД | m Published by Crave Entertainment 


m Target release date: Fourth Quarter 1999 
DREAMCAST 


lass тай. M 
fore mailing. $ 


arded. 


N AN ANCIENT 7. Conditions of Participation: 


СҮЗӨК Y 
M ARA world filled with goblins 
SM Sant УЙГО as S for advertising and робу 
Equally deadly and giants, у Play a ta imn a 
with Sword, either Cynric, the warrior, advertising and 
Axe, or Mace; 
and a decent or Aeowyn, the sorceress. 
student of magic 
to boot, Wielding steel weapons 


and casting magical spells, 


you'll set forth on a quest ае, 2 e 
to find three artifacts and assemble the Earth Rune to mal Gand Pus sme (nd fa 
regain control of Castle Zephron from the dark clutches ilc Res (ve m te) ach mast 
of Rakka. The early version of this slash-n-hack adventure у 

aetna Sc: game provided glimpses of smooth axe-grinding graphics 


and an engaging story line. With over 15 levels and more 
than 30 spells and power-ups, Draconus might be a prom- 
ising plus to the Dreamcast stable. (27 т 


Sponsor: Nabisco, Inc., 7 Sylvan Way, 
Parsippany, New Jersey 07054-0304 
1999 Nabisco, Inc. 


©1999 New Line Productions Inc. All Rights Reserved. 
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Marked Packages 
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To Win! 


team in a heart pounding, pulse- 
e-the-rim match up. You'll see it 


UP/DOWN: SELECT PRI 
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АУЕ AND EXIT. 


eir individual skills and abi 


MIDWAY 


www.midvway.com 


(TP 


ENGAGE THE ENEMY! 


Deathmatches! Co-op! King of the Hi 
And Bomb Tag Mode! 


~ INSECT INFESTATION! 
Ovér30 hideously realistic, 
soft-skinned insect invaders! 


- SEMPER FI! 
Mission-based Co-op play - Battle the 
bugs with a comrade in arms! 


F ATE! 
; „Blaze away with weapon-loaded 2 
-armor - or ітот:уоиг vehicle! 


HUMAN DOMINATION 
OR BUG INFESTATION? 


The choice is yours. Equipped with the 
latest in futuristic battle-armor and armed 
with a devastating arsenal of state-of-the-art 
weaponry, you have the power to stop the 
insect invaders dead in their tracks. To 
annihilate. Eradicate. And exterminate all 
bugs, no matter their size. No matter their 
speed. Мо matter their relentless savagery. 
Remember, this is a war of survival. To the 
victors will go planetary dominance. 
To the losers, agonizing death. 


You decide. 
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www.armorines.net 
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ЕТЕК А THREE-YEAR hiatus, Psygnosis is rocketing back to the PlayStation with one of the 
biggest thrill rides of the year in Wipeout 3. Sit down, fasten your harness and bust out the eye- 


drops— the future of racing is again upon us. 


Space Ace 


Wipeout 3 blisters the we with the hottest antigravity rac- 

ing action seen on any system to date. Psygnosis did everything 
in its power to retain the flavor of the Wipeout franchise, while 
imbuing WO3 with a hangar bay full of new features. In the game- 
play department, WO3 contains five modes, including the freshly 
added Teurnament, Challenge, and deathmatch-style Eliminator 
modes. There's also a two-player split-screen mode for your 


multiplayer enjoyment. 


To satisfy your need for hyperspeed, you'll find eight highly 
detailed futuristic raceways, as well as new craft designs and 


three new racing teams to go along with the five brought over 
from Wipeout ХЕ. WO3 also scores a direct hit with its awesome array 
of weapons, such as the plasma shot, homing missile, and force wall. 


Rocket Ride — — 


Graphically, WO3's frame rate is way ahead of its predecessors as the action whips by at a mind- | 
blowing pace — it's fast, smooth, and virtually pop-up free. As always, the tracks are impeccably 
designed, containing all the right details to fit WO3's futuristic mood, including industrial-themed 
wastelands, dimly lit treacherous tunnels, and more. E 
rom the graphics, WO3's controls received the biggest upgrade. 
is utilized the analog stick to perfection: Maneuvering your vehicle is a 


= 


ж еее, and the responsive air brakes enable you to take corners with laser- 


` like efficiency. Psygnosis also adde 

scheme, which enables you to bust 

have the energy, 
As for nte 


some of the hottest te 


in place, from 


GRAPHICS 5.0 


Wipeout 35 graphics are amazing. You 

` won't find a faster, smoother frame rate 
or more impeccably detailed tracks on 
any game-like it. 
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he hyperthrust button to the control 


speed when you need it (if you 


lecessors by including music from 


SOUND 5.0 
Once again, Wipeout blows out your 
speakers with the right style of techno- 
induced space grooves. The in-game 
sound effects are on the money, too. 


"e 


PROTIP: Save your hyperthrust energy 
for straightaways to keep from crashing 
into the side of a wall. 


to offer, including DJ Sasha, — 
[Brothersa занне You'll also find all the right 


rocking explosions to the quiet hum of 
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Published by Psygnosis 


i $39.99 
| М = Available now 


Hovercraft racing 


rust meters. If either one is 


ы есес dangerously low, make a pit 


stop to charge 'em up. 


2 players 
ESRB: Everyone 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


PROTIP: Don't use rockets, missiles, or shock waves 
unless your opponent is right in front of you. If you 
shoot them from far away, you risk being hit by 
their craft as it falls downward, which will impede 
your progress. 


to беер going with- 
out slowing down. 


elimination from the race, wait until you 
get right behind him before using your 
plasma gun. 


Its wicked-fast frame rate, excellently designed tracks, 
and insane futuristic racing action make Wipeout 3 the 


CONTROL 5.0 
With the addition of the analog stick, 
Wipeout 3 attains a perfect control 
score. Plus, the hyperthrust button en- 


_ ables you to kick in a little added power 


boost when you need it most (provided 
you haven't exhausted your energy). 


best in the series. 


FUN FACTOR 5.0 


Whether-you're а fan of the franchise 
or (heaven forbid) a newbie, you're go- 
ing to want Wipeout 3. It’s a thrilling, 
fast-paced futuristic ride you shouldn't 
pass up. 
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defy urban gravity 
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Sony Computer Entertainment 


PlayStation 
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Made by the Pros. Played by the Pros: 


"i$ PlayStation! 


PROR?E 


Views 


ON 


BIG IMPROVEMENT over WCW/NWO Thunder, WCW Mayhem 
proves it has the strength to compete with the same intensity as 


Attitude. But with rough graphics and limited moves, the game still ranks 


below its competition. 


The Total Package 


Mayhem sports over 50 WCW wrestlers as well as loudmouth managers and an array 
of hidden characters. Unfortunately, though, the game doesn't include new superstars p. 
like the Demon, Berlyn, and the yellow-and-red Hulk Hogan. Still, all the musclebound 


men in Mayhem retain their trademark moves and ridiculous taunts to a tee. 


The most noticeable change over other wrestling titles is with Mayhem's control. 
The game strays away from Attitude’s multiple thumb maneuvers; instead, it's a button- 
masher's dream come true, where performing suplexes and flying off turnbuckles 
require just one press of a button. The list of 
off-the-wall acrobatics, however, is limited, 
which means many wrestlers administer the 


PROTIP: Make sure your enemy isn't 
lying too close to the turnbuckle or 
you'll completely miss him on your 
flight down. 


PROTIP: Perform a reversal by press- 
ing ^ and Л at the same time. 


PROTIP: If you raise your opponent to the top of the turn- 
buckle, sucker-punch him a few times instead of using high- 


flying acrobatic throws to gain power. 


GRAPHICS 3.0 
Each wrestler is presented with their 
trademark attire and signature walk, but 
they move stiffly inside the ring. There's 
also periodic breakup in the fighters, 
and the audience looks more like Disco 
Infernos wardrobe smothered on wall- 
paper than real people. 
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same moves as their opponents. 


Delivering the Goods 


Тһе best part of Mayhem, on the other hand, is the colorful 
‘commentary by Tony Schiavone and Bobby “The Brain" Heenan. 
Whimsical jokes and play-by-play thoughts are well timed and 
spoken like their real counterparts. But the screaming fans need 
to be toned down for the music to be heard clearly. 

Visually, the wrestlers move stiffly, and polygons break up if 
weapons hit them. The arenas, including the out-of-ring areas, 
are also sad representations of the real thing. Rooms are sterile 
with only a few usable objects lying around, while the audience 
is a flat canvas of colored dots. Nevertheless, brawling outside 


P" BY FOUR-EYED DRAGON 


7 


y 


Published by Electronic Arts 
$39.99 

Available now 
Wrestling 


4 players 
ESRB: Teen 


the ring is a cool addition—it's the first time a wrestling game 


has put this feature into its gameplay. 


When the Mania Runs Wild 


WCW Mayhem is a solid wrestling title despite its mediocre looks and uneven 
gameplay. While not exactly up to par with Attitude, the game can still go one- 


on-one with the great one. (27 


> PROTIP: Take your time entering the ring 


SOUND 


Mayhem includes sensational commen- 
tary from Tony Schiavone and “The 
Brain.” But even at full max, the music is 
hard to hear—it's overpowered by the 
excessive screaming of the fans. 


Ез 


when you're tagged in. Your team won't 
be penalized if the wrong person is in. 


when your power bar is blinking. 


CONTROL 3.5 
The moves in Mayhem are much easier 
to execute than those in Attitude. Un- 
fortunately, though, Mayhem' limited 
list of choke slams and neckbreakers re- 
sults in most of the wrestlers perform- 
ing similar moves. 


PROTIP: You can perform your special move only 


FUN 
GRAPHICS SOUND CONTROL _ FACTOR 


— 


WORLD CHAMPIONSHIP WRESTLING E 
——— C ا اما‎ Није... 


PROTIP: Hitting wrestlers with chairs and other objects 
is just a novelty. It doesn't increase your energy or 
decrease your opponent's. 


А PROTIP: Re- 
plenish your en- 
ergy by climbing 


FUN FACTOR 3.5 
Fighting outside the ring and in back- 
rooms is a treat, while easy controls will 
have amateurs power-bombing through 
the ranks. 4Life fans will enjoy the com- 
ical commentary, but will be disap- 
pointed in WCW Mayhem'h average 
graphics and weak selection of moves. 
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PROROCY LOHS мактаар 
2 Published by Electronic Arts сялен; souno _ сомо. (А0 
С> z 


$39.99 1 player 
Available now ESRB: Teen 
Action/adventure 


FLECTRONIC ARTS LETS you do something no one else has done— 
E E 5 Y 8 roy ў PROTIP: To get Inside Valarian's castle, PROTIP: In the Pirate King Pactolus 
control the warrior princess. For years, Xena has been kickin' warlord use the Chakram to cut the chains hold- level, kick the cart on the hill to put 
butt on the syndicated TV series, and now you can, too, in this topnotch, ing the drawbridge. out the fire and knock down the gate. 


action-packed game. 


А Chakram to the System 
As the ultimate bad-girl-turned-do-gooder, Xena must fight her way through pirates, armies, Amazons, 
and assorted baddies to rescue her friend, Gabrielle. Those familiar with the TV show will recognize 
me mm] Xenas trademark fighting style, which is equal parts 
з martial arts, acrobatics, and slapstick. She flips, cart- 

wheels, and rolls into and out of attacks. Throughout it 
all, the controls handle responsively. 

The Chakram, Xena's signature bladed “Frisbee,” is 
the real star of this game. The КІ button lets you aim 
and even steer the Chakram from a first-person view. = 


The ultimate distance weapon, it even kills enemies on PROTIP: In Valarian’s Secret, use the catapult to 
its return to Xena's hand. destroy the building to the right of the door. 


9. 


22.4 ОАА > PROTIP: Without 
Girl Power getting burned, 


Xena's 360-degree Universal (the developer) has given Xena a beautifully lure Dyzan over 
ive with a staff. detailed landscape in which to fight, though the a fire pool, then 
x A 7 К, s quickly aim the 
scenery a little blocky in places. The music and sound effects, which come ката the 
straight from the TV series, help complete the illusion. The character graphics stalactites 
are similar to those in the PC hit Die by the Sword, and the fighting anima- overhead. 
tion is very smooth and fast. $ 
Visually, the only problem with the game is the pop-up. Enemies often appear f 
out of thin air, or you may fall off cliffs before you see them. 


The Xena Scrolls 
The most intriguing thing about this game is that it follows the TV show’s moral: 

Violence isn’t always the answer—but without it there would be no show. Never- 
theless, it’s refreshing that Xena must use her head as well as her sword, and some 
enemies must be tricked instead of fought. 

But the game does have its fair share of problems. The camera proves to be a seri- 
ous annoyance —it' difficult to control and often leaves you completely blind in a fight. 
And when you die in most levels, you have to restart at the beginning of the stage, 
which is a major pain (though other levels have one-time-use re-spawn jewels). 

Even with these glitches, Xena is a very satisfying, campy gaming experience. Like 
its TV counterpart, it's sure to become а cult favorite. Watch out, Lara, theres a new E: CONTROL 4.5 
badass babe in town. / Ў 


ur tM MÀ 
ж з 


GRAPHICS 4.0 


Xena’s graphics are atmospheric and 
lush, but a bit blocky. The settings faith- 
fully keep the spirit of the TV show and 
also help further the game's story line. 


SOUND 4.5 
The music is straight from the TV series 
and really helps the game's sense of en- 
vironment. The sound effects and most 
of the voices are good, though neither 
star lent her vocal talent— which fans 
will be able to tell. 


F Although the camera is difficult to work 
| with and makes it easy to lose your 
| bearings, Хепа5 moves are quite easy 
to pull off. The game is Dual Shock and 
analog compatible, but it uses only the 
standard eight directions. 


pu 


FUN FACTOR 5 


Xena packs in serious sword-swinging 
fun. The fast-paced, brains-and-brawn 


PROTIP: Always take he enemies In dark tunnels, you can throw PROTIP: Cutting down the mummy in gameplay and more than 20 levels give 
with long-range wea such as your am to get a glimpse of what's the labyrinth with the Chakram opens this princess a lot of replay value. 
archers. They ca ajor damage. waiting ahead. the door to the torture chamber. 
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PlayStation 


GRAN TURISMO 2 


ation and the PlayStation logos are reg 
nes, brands and associated imagery feature 


arks of Sony Computer Entertainment Inc. Gran Turismo i 
game are trademarks and/or copyrighted т; 


mark of Sony Cor 


wners. All rights reserved. € 


D PLAYSTATION 
PROReVLeuUus f Ol renis ка, ма iiini ا‎ 


= Published by Infogrames 
$49.95 =2 players 


и Available now m ESRB: Everyone 


N n аш 2 = Demolition racing 
slams into the Wo di | 
console smash-n- | | 


crash derby with 

Demolition Racer, a game that manages 
to rise above a myriad of problems and. 
deliver hyperviolent wholesomeness. 


Retain the Pain 
DR features a realistic and exciting model for vehicle de- 
struction with several levels of damage, from ripped hoods 
to engine fires to smashed windows. The eight types of cars 
catapult through the air while ramming and slamming each 

other in an exciting contest that combines racing ability 

with pain-inducing prowess. The result is a challenge that 

balances speed and demolition better than most other 


Demolition Racer's game modes include PROTIP: For an early demolition bonanza, hold up on 
racing, demolition point tallies, and Last (ће starting line, then accelerate into the first pileup. 
games іп the genre. Мап Standing derbies. 


Junkyard Racer 
Most of DR's 12 tracks are muddled and dark, however, forcing you to turn up the brightness on your TV. When 
you're not twisting or turning, the environmental pop-up is jarring and may send you careening in the wrong 
direction, while polygonal clipping makes cars to your rear come onscreen in jarring pieces. DR’s sound effects 
rock with collision shock, but there's no sock to the country-guitarish music, which dissipates into the background 
as repetitive noise. 

DR's interface hits a wall, too: The.analog stick's default setting can send you careening across the track with just 
a nudge. Luckily, the sensitivity is adjustable, but you're still ofterspun,in strange directions from impact, a result. of 
the game's questionable physics model. 

This is a fun and exciting challenge, but if you're looking for eye candy or aural treats, consider Demolition Racer 
a trip to the dentist. (29 


PROTIP: If you're on the verge of fiery 
ruin, head to the finish line and avoid 
conflict-you'll forfeit your crash points 
if you don't finish. 


BY ВОВА FATT 


)| m Published by Electronic Arts CONTROL РАСТА 
"539.99 22 players 
2 $ m Available now m= ESRB: Everyone 
0 = Stunt racing 
i n 
1 


ХЕ KE 


ATHER THAN SLAP а popular license on an otherwise 

bland title, Electronic Arts' Hot Wheels Turbo Racing 
celebrates the weightlessness of the ubiquitous Hot Wheels 
cars in this fast-paced, high-flying arcade-style racer. 


The Die Is Cast 

You'll helm 40 actual Hot Wheels cars and race through com- 
plex tracks that combine classic Hot Wheels gear (like rubber 
loops) with realistic environments. The name of the game is speed, 
but you have to spin, roll, or topple end-over-end to earn turbos. 
At times, Hot Wheels plays more like an arcade skiing game. 


PROTIP: You'll find a mystery-car icon 
in this high right overpass toward the 
end of the Cold Fusion track. 


PROTIP: Turbo into an opponent's rear to take them 
out in a blaze of glory. 


Scorching Wheels 

The well-designed tracks, which are littered with shortcuts and power-ups, span four fantastical environments: Wild 
West, Glacial Rift, Haunted Highway, and Volcano Island, which is exclusive to this PlayStation version. The lack of 
detailed textures results in a cartoonish look, and severe clipping often allows you to see other cars through walls. 
But Hot Wheels maintains its speed and fluidity at all times, even in split-screen head-to-head mode. The adrenalized 
soundtrack matches Hot Wheels’ burning flair at all times, from 13 machine-gun-paced music tracks (including a 
Metallica tune) to furious engine roars and collision slams. 

Unfortunately, Hot Wheels doesn’t allow you to combine the analog sticks and buttons for control—you have 
to use both analog sticks or the directional pad and buttons. That's not as big a problem as the jarring corners which 
seem to instantly spin you in the wrong direction, almost like you’re magnetized backwards. 

Hot Wheels is far from perfect, but it’s one of the more exciting arcade-style racers on the market. If you’ve got 
greed for speed, check this title out! (9 


PROTIP: Try to avoid hitting walls dur- 
ing stunts, or you won't get turbos for 
your effort. 


ڪن 
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ive the gift 


that's on — 

everyone's list- 

a subscription to 
GamePro! 


| ! | Sign my worthy opponent 
| с ТЕ | up for а one-year gift subscription to 

| al © | GamePro (that's 12 big issues) for the 
| | incredibly low price of only $19.97. 


Name Name 


Address Address 


af tor only 
191957 


City/State/Zip City/State/Zip 


О Payment Enclosed 


Send Foreign and Canadian orders prepaid in U.S. funds with an additional $25.00 included for air 
delivery. Annual newsstand price: $59.88. Please allow 4-6 weeks for delivery of your first issue. 29ND6. 


to ғ 
Su, Get YOU Own Subscription to GamePro! 
: ; Place Let me have it! Enter my one-year subscription to 
Save 67 GET GamePro (that's 12 big issues) for the 
(о o Ex 


newssta newsstand rate! 


Name 


СА 


City/State/Zip 


O Payment Enclosed 


Send Foreign and Canadian orders prepaid in U.S. funds with an additional 
$25.00 included for air delivery. Annual newsstand price: $59.88. Please 
allow 4-6 weeks for delivery of your first issue. 49ND4 


в в ( p І 
Get Your Own Subscription to GamePro! 
GET Let me have it! Enter my one-year subscription to 
GamePro (that's 12 big issues) for the incredibly low 
к price of only $19.97. That's a savings 
sticker Неге of 67% off the newsstand rate! 1 


Give it to 
a friend 
" 
ап 
onec 


Address 


City/State/Zip 
О Payment Enclosed 


Send Foreign and Canadian orders prepaid in U.S. funds with an additional 
$25.00 included for air delivery. Annual newsstand price: $59.88. Please 
allow 4-6 weeks for delivery of your first issue. 
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1 Year 


) GamePro 
for only 


$19.97 


We've pushed the limits of technology to bring you the cutting- 
edge gaming experience that you deserve. We have full-motion 
videos of the hottest games, hundreds of searchable game 
reviews, and exclusive video PROTIPS that show you a move 
before you try it yourself! 


pinea | ИА ЕЕРЕЕ диете 
оз» | OPPOSING FORCE wen _ | When you want to get plugged. in, GameProWorld.com has 
Eis Pasco | ЕН daily news updates on all the developments in the gaming 
RUN TEN eese | Industry—and we have them first. Now you сап get the tips and 
iE — = pes «..|. heats you need sent directly to you just by subscribing to any 
= а T Of our 10 free e-mail newsletters. All brought to you by an edi- 
It b orridor sho е Earth? Better : torial team that you already trust, including Scary Larry! 


newsletters from 


We have all the attitude and style of 
GamePro, The World's Largest Multi- 
= |x platform Gaming Magazine. That means 

E ERRO, | complete coverage of games and hard- 
Previews Strategies Letters Features Reviews Cheats ware for the PlayStation, Nintendo 64, 
eus ou ur Uo gc orsa Ноа and Dreamcast systems. Plus, we have 
rundowns on the hottest computer games 
and systems. When you want to take a 
step further into the world of entertain- 
ment, GamePro Entertainment has 


Todays News 


See a problem with the | 1257 в 
Sega potion ith the | Legend of Lega 


Fighting Steel | 
Demo 

CounterStrike Patch 
h — Bleem Den 


ter Todays Top Ten 


Todays News reviews of the latest movies, music, 


television shows, and rentals. And our 
new Detour section will put-you in the 
middle of the action with complete cov- 
erage of your favorite sports and behind- 
the-scenes' glimpses of the hottest events. 


We know it's what you want because we 
built it with you in mind. It's what you 
need to become a hetter gamer, and you 
asked for it. But better be warned: You 
know what they say ahout giu of 


a good thing. 2% ` | à 


STATION 


P RO В e V 1 е S DURER 
L ly FUN 
A GRAPHICS — SOUND CONTROL FACTOR 


М = Published by Sony Computer 
Entertainment America 


\ # $44.95 ші player 
1 6 | = Available now и ESRB: Everyone 


ОМЕСА Вооѕт DELIVERS а good- | ( | 
looking, adrenaline-charged shooter with 


E Shooter 


may find the grueling gameplay in this 
aerial mech-buster too frantic for fun. 


( 


an intriguing story line. However, some | | | 


Break-mech Speed 
Omega Boost certainly sports cool classic lines. In a behind-the-vehicle view, you 
pilot a mech (a humanoid-style, robot-like warcraft) to take on а mad, mecha- 
nized armada of evil-looking flying machines. The action tears across the atmós- 
pheres of 19 stages as you basically blast everything that moves. 

The out-there story line earns kudos for the imaginative use of history: You 
must prevent a weird outer space "consciousness" from going back in time to 
inject itself into ENIAC, the world's first computer, and enslave mankind. 

Omega Boost runs a fine line between fun and chaos. The character art 
and environments look awesome, but the animation and game speed are 
amped beyond the limit. % 
Enemy vehicles can zip by so quickly that every dogfight resembles a | 22 
wacked-out psychedelic trip. In light of that, the solid controls do a 
great job of keeping you in the game, even though the brake button's 
your best friend and you must sometimes rely on a radar indicator 
to help you time your shots. 

The sounds rock, too...literally. Somebody's seriously attempting 
to bust some electric-guitar strings here. = 


SCORE 00119232 
&LEUEL 2 


15 this a rave or a video game? Omega Boost puts on an awesome 
show— if you can handle all the “input.” If you get off on thumb- 
burning shooter action-—and mind-blowing sensory overload — 
this game should give you a boost. (9 


BY DR. ZOMBIE 
m Published by Namco GRAPHICS SOUND CONTROL 
и $39.99 ші player 

и Available now m ESRB: Everyone 

m Adventure/maze 


eturns in Pac-Man World—a sharp-looking, entertaining 
offering a variety of different games and features with broad appeal. 


'AC-KED WITH GAMES 


+ 
orld is three different games in one disc. The new 3D Quest mode 
more toward younger players, offering tried-and-t 
тр, chomps, and runs on a rail through six len; 
iends from the evil Toc-Man. In addition to е: |Р 
osts, and eating bonus fru 5 v hover near the exits to lure all the 
ch as swimming, bouncing, : also adds tc рег - fou іп a pack. 


уде updates ч by 
of challenges and 


па details, plus smooth animation and el 
azes where turning sharp corners is e: 
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Ж ОУ СА 


VATICAL 


ENTERTAINMENT 


Copyright € 1999 Vatical Entertainment. All Rights Reserved. 

© 1999 KEMCO. 

TOP GEAR is a registered trademark of KEMCO. All images and contents copyrights of KEMCO 

Game Boy, Game Boy Color, Nintendo 64 and the 3-0 "N" logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. 


PLAYSTATION 


PROR@VCeCUWS €T TTE TS 


Published by Tecmo 


х $44.99 1 player 
Your Music CDs are Available now ESRB: Everyone 


packed: with monsters— - Action/strategy 
and Monster Rancher 2 will set them 
free. But how much fun you have depends оп 
the enthusiasm you draw from training your 
little creatures for their simple, turn-based arena fights. „аё 
Once you've conceived creatures by spinning a music 
CD in your PlayStation, your challenge is then to fortify their 
six combat traits through a series of |2 training exercises. Your 
eyes, ears, and fingers put in minimal duty, however, and that seriously saps 
МА25 Fun Factor. The controls coast by with only an occasional button 
press to make the А.І. put the monster through its training paces and coach 
its battles. The simple but imaginative creature graphics are nicely drawn; PROTIP: You can usually get їп опа last 
се ттлт however, the low-key animation hardly puts on a show. The sounds are E = it just beforé the timer 
E ponent: Stal thar i s i especially lightweight with simple 1655 and forgettable Orchestral music. 
will êê ће. vital areas in which your Monster Rancher 2 may show virtual-pet owners a good time, but 


monster needs training if you're going , its mostly cerebral action will make it tough to turn most 
to beat that opponent the next time. gamers into Ranchers. (27 


Even WITH AN н Published by Psygnosis SOUND _ CONTROL — FÁCIOR 
intriguing story line $39.99 1 player 
and a surplus of Available now ESRB: Teen 
missions, G-Poliée: АсномеПоо ее 
Weapons of Justice 
is a shooter that completely misses the target due to, horrendous graphics and poor controls. 
Continuing from the first game's story, Weapons о Justice enlists you as a member of the G-Police unit, whose 
mission is to take back the streets from the powerful: crime syndicates\overrunning them. This time, however, you 
can take control of four. vehicles, eachfeaturing different weaponry and maneuverability, Unfortunately, the game's 
controls are:extremely loose, which. results in inaccurate shooting and tedious 
attempts at navigating. The worst part of this shooter, however, is the deplor- 
able draw-in. Appearing first as green, outlines in the dis- 
E tance; buildings and vehicles then magically appear in front 
of you. Not even thejfealistic radio transmissions and PROTIP: In the lastpart of Mision 
| upbeat musicy€an save this five-o unit from being Eight, take cover. únder the raised 
р = =  gunggd down by a poor Fun Factor. highway until backup) ‘arrives. 
Fans of the original.G-Police might want to rent the game fora night; other, 


n . wise, Weapons of Justice isn't even worth a badge of commendation. = < 

PROTIP: Starburst missiles аге the best 7; > | \ ё 

weapons to use on suspicious convoys. : ' ь ! x 
T , 


WU By FOUR-EYED DRAGON 

C STUNT Published by Titus GRAPHICS SOUND — CONTROL FACTOR 
Copter is an un- а $39.99 2 players | 

believably realistic WI] = Available now ESRB: Everyone 

4 ~ жы Flight sim 

-remote-control helicopter 


teep learning curve that makes it suitable only for a 
ce to fly a complex aircraft. 

Using both analog sticks, you must direct remote-control helicopters through an array of obstacle courses. 
While each course is designed to test your flying skills, the controls are too sensitive, making crashing to the 
ground a common sight. Even worse, you're restr Need to areas that are small and have very little detail, which 
makes flying even less enjoyable. As for sound, the chipper voice that guides you through the levels does help the 
flight, but also gets repetitive at times. The best part of Stunt Copter i 5 раа 
the slew of helicopters you can fly— they're highly distinguishable with 
cool designs and distinct maneuverability. 

If you're an RC hobbyist or a flight-sim fan, R/C Stunt Copter is 
great to play; otherwise, rent the game for a quick test fl 


AUTO 
LEVEL 


GAMEPRO NOVEMBER 1999 (100) WWW.GAMEPROWORLD.COM LETTERS@GAMEPRO.COM 


neat Arica inc Desir and developed hy io! Minds, LUC, Published by 989 Stuns, ©4909 Sony Com 


989 Studios log ave terra df Sony Computer E 


apd 969 Suas a 


пан 


Y 


Cool Boerders js а reo 


YOUR GUESTS SHOULD STAY IN COMFORT. 
NO MORE THAN 8 TO A ROOM. 


As you jump through a boxcar, don't 
stare at the hobos. They're people too. 


1 Many experts say that ten or twelve guests in a room is completely acceptable, but in my 


experience, a good host will cap it at eight. Your guests’ needs should always be top of mind. 
| 8 5 5 у 


sing a road, larca ddod moon 
Offer up a thigh for a pillow, or if you have a toothbrush, share it. witha family. Preferably one in a mini-van. 


are 274227 722 


= 


In the heat of competition, show по 
etiquette. Losers never get the honeys. 


Another great energy source is the #1 snowboarding 


t 


game, Cool Boarders 4. Make your soul patch tingle with 
new tweaked out grabs and tricks like method-melons and 
hand plants. 16 pros including Jim Rippey, Shaun White 
and J.P. Walker tear it up on 30 new courses riddled with 
short cuts, kickers and rail slides. One to 
four riders can choose from 34 boards 

оне) 


by 9 top companies, or customize their STORIO S 


= 
о 
= 
іс 
m 
un | 
> 
ТО 
а. 


own. Please friend, have а lovely shred. 


www.989studios.com 


Ever Driven 200 MPH? 


On a rain-slicked, twisting track? with 15 othe 
And laughing about it? In that cocky English 


= Actual screenshots from PC version. 


Drive for 8 officia | leams with 16 | Васе in varied weather conditions " Seize the 
customizable cars, including Honda, оп up to 18 complex, specially players via a PC network and up 
Ford and Nissan. designed circuits. to 4 with PlayStation: 


drivers? All trying to ГИП you off the road? 


ccent? That reaily, really 


-pisses you OFF? 


ж. 
E 


Шм... 


Васе for gritty glory т full-throttle, full-contact 
British touring car competitions. You've got 


to learn the tracks and know your limits before 


you'll earn the victory lap on these shores. 


Consider it payback for the Revolution. 


7 = үшіне 


7 play modes, with multiple 
difficulty levels, welcome beginners 
and challenge experts. 


www.toca2.com 


Codemasters (f, 


www.activision.com 


тие Ultimate Head-to-Head Racing Sim. 10 


sm 


E 


7/64247/7//76>/С/-ч/” 
CHALLENGE; 


OFFICIAL GAME OF THE AUTO TRADER RAC BRITISH TOURING CAR CHAMPIONSHIP 


«c» M (HH m 
L1 RENAULT HONDA. 
Available for PC CD-ROM and PlayStation® game console. 


SUN 


Head (0 head (0 head i io hedi combate 


= 
ad p 
- 

ж 


елі 
м 


| >74 
\ \ Ф 
е EMT CODES SIDS Aust 
пао и: 


Tuno ВАСЕ WARS” © 1998 Ао, Entertainment, inc. АЈ Rights Red Монок: ® & © 1999, GBPC, Inc. All Rights 
МИЛИ of America inc, (9/1996 Nentendo of America Inc. License@.by топ Вотсон shots shown were taken from the Nintend 


„ pu 


HEART-POUNDING DEATHMATCHES 
36 multi-player levels designed for 
maximum combat intensity! 


8 SAVAGE GAME MODES: 
Cooperative Mission-Based Play, 
ТЕЛІП БЇЙйїиє1, Frag Tag! 


AG LETHAL WERPONSAd2 DEADLY POWERS. 
=)» Етастапог, Chest Blister Mar Club! 
Invisibility/Stone Skin, Force Empathy! 


The power of good. And evil. Now, fierce war rages for control of thi 
Ree Step into the vy of your life. Battle in the ultimate primeval | 


Pomputer-controlled 
e to join yor"injaction! 


iure ai 


ROM THE CREATORS of GoldenEye 007 and Diddy Kong Racing comes 
Jet Force Gemini, another epic IN64 adventure that should have gamers 
lining up at cash registers. Jet Force's captivating blend of action-packed third- 
person combat, Zelda-esque adventuring, and 6952215 graphics make it one 

of the top games this fall. 


is a gem 

Juno, Vela, and Lupus— brother, sister, and (no joke) cybernetically enhanced 
dog, respectively —make up the Jet Force Gemini team. The trio acts as а В 
sort of interstellar police, so when the evil Mizar sends his insectoid hordes PROTIP: If you're facing the conveyor PROTIP: The best fipprosdi to death- 


of Drones to invade the planet of the Tribals (a cutesy teddy bear-like race), Бей іп the 55 Anubis hold, locate the | matches in the 55 Anubis arena is to 
proximity mines on the left and shoot park yourself on high ground and snipe 


the cell-door plate to unlock Vela's cell. at opponents as they run past below. 


it's up to the trio, each working individually, to shut Mizar down. 

Jet Force is an absolutely huge, nonlinear game, and it's that “working indi- 
vidually” part that makes it so big. At the beginning, the three split up, and you start out as Juno. As the game progresses, you'll rescue 
Vela, team back up with Lupus, and even locate Floyd the flying droid. Naturally, each character 
has different abilities: Vela (like all female game characters) can jump pretty high, Lupus (like, um, 
few dogs) can fly, and so on. Because you can replay any level at any time, going back and explor- 
ing levels with different characters unlocks tons of new areas, secrets, and the like. Jetpacks let 
you fly to hidden high spots, the crowbar pries open trap doors, and even Floyd can unlock | 


new rooms. 

But Jet Force isn't just about exploration; it's mainly about third-person combat—and it rocks. 
d All three characters pack serious heat, ranging from the pea-shooter pistol you start out with 
PROTE: Drones crouching mm па to the shurikens to the gonzo tri-rockets. You'll need to use all of these to systematically blow 
shields! Lob grenades. Drones to bits. It's very cartoon-like violence, but it is pretty goopy. You can even collect dead 
Drones' heads as trophies. 


Turre-filpd fun 


The Drones and other enemies aren't 
there only for target practice. Backed 
by some very clever A.l., they fight 
back with unnerving fierceness, duck- 
ing behind cover, circling behind you, 

и and sniping from safe perches. It makes for thrilling, pitched 
PROTIP: When facing more than one PROTIP: The machine gun's pretty in- battles, nicely spaced by those calmer periods of Zelda-like 
moving (strafing's a good accurate, but its spread pattern makes exploration. Combined, they make Jet Force riveting and fun 
? Cover hen possible, it useful for mawina A. to play. 

As oldenEye 007, Rare didn't neglect multiplayer mayhem, either. Jet 
Force Gemini lets you and three others face off in a good variety ‹ of split-screen 
deathmatch games, and there is even a two-player cooperative mode that you can 
_ unlock inar 


p, crawl, strafe, and run through the levels. 
2 option that aims your fire at the nearest enemy 


' | using the first-person Seine To line up your cursor on the enemy 
you have to use the analog stick, but its action is so jittery that 
you'll often get wasted while struggling with your aim. 

The game's oth problem is the camera work. As with ae rodent i 


too many third-person games, the camera will often fail to stay the ) of the level. О 
behind you, leaving you stuck looking away from whatever's wait some shutiki 
» - 


PROTIP: Collect the gold key from the 


bassador in purple. To find 
toward the red door, then 


& 
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PROTIP: At the start of SS Anubis, 
jump up the stack of crates to the left 
of the force-field door that opens into 
space and... 


shooting your ass off and unable to 
return fire. It can be a frustrating— 
and deadly— problem, but with prac- 
tice, you can learn to avoid it. 


beautiful ajen worlds 
Jet Force's spectacular visuals do a 
lot to compensate for the camera 
troubles. The games sci-fi scenery is 
packed with detail, bright pastel col- 
ors, and eye-catching characters who 
give the game a unique, captivating 
style. The characters have a youthful 
look—Juno looks more than a little 
like Mega Man—and they're animated 
beautifully, skidding to a stop or skit- 
tering sideways in a strafe move. 
Impressive lighting helps bring 
things to life whether the sun's glint- 
ing off the water or Juno's shadow 
is trailing him around a 
campfire. Cool details, 
like flies that buzz 


у Jet fn [hr 


PROTIP: ...head across the walkway, 
battle through the depository-then 
jump into the space ship to unlock 
the Walkway level. 


PROTIP: Whenever enemies are in 
range, Floyd flashes red to warn you. 


pute & m 
PROTIP: Most airborne enemies flyin 
patterns, like Galaga. Locate a point 
in the air they always pass through 
and lock your fire on it. 


around slain Drones, add a touch of humor. 

- Awesome music, from the island jungle drums to the 

soaring symphonies of the space settings, accompanies each 
level, while the weapon sounds, from the clatter of the 

machine gun to the unnerving chirp of proximity mines, 

‚ just kick serious ass. The only flaw is the annoying 
squeak that Vela emits every single time she jumps— 

f. its worse than fingernails on a chalkboard. 


store 


While Jet Force certainly isn’t perfect, it does so much so 


right that its flaws won't bother you. Besides, with such 


GRAPHICS 0 


Jet Force Gemini is simply beautiful. The 
awesome environments. overflow with 
lush colors, hypnotic lighting, and rich 
details, while the characters and ene- 


mies sport a sharp, cartoon-like look. 
These graphics have style to spare. 


deep, challenging, and exciting action, 
Jet Force Gemini is a game that every 
N64 owner should check out. / 


+4 Аз soon as an enemy appears in front 
of you, your character becomes transpar- 
ent, giving you a good perspective on 
the battle. 


Jet Forces excellent music perfectly 
matches each environment, and the 
thumpin' weapon effects will rock your 
speakers. Velas yelp when she jumps, 
though, is gratingly squeaky, and you're 
stuck hearing it all the bleepin' time. 


BY AIR HENDRIX 
Published by Nintendo 
$59.95 
Available October 
Action/adventure 


4 players 


FUN 
GRAPHICS SOUND _ CONTROL — FACTOR 


ESRB: Teen 


Juno and Vela, brother and sister, are the stars of Jet Force Gei 


4 Jet Force's gor- 
geous cinemat- 
ics showcase 

the game's 
alluring en- 
vironments. 


i. You'll 


spend a lot of the game playing as these two interstellar cops who must stop 
evil Mizar's invasion of the Tribals’ planet. 


Lupus, the cybernetically enhanced 
pooch, is the third member of the Jet 
Force team. You'll unlock him later in 
the game. 


Floyd the droid joins you if Juno suc- 
cessfully completes a side quest in 
the Tawfret level. He floats along 
with whomever of the three main 
characters you're using and helps 
out by unlocking doors, etc. 


CONTRO! 4.0 


The various characters you control in 
Jet Force all handle smoothly and com- 
fortably whether they're strafing, crawl- 
ing, or jumping. First-person sniper 
targeting is too twitchy, however, and 
occasionally the camera can't keep up 
with you—both can be real hassles. 


The members of the innocent race 
you're rescuing in the game, the 
Tribals, are cuter than a stuffed- 
animal collection. Kinda like the 
bananas in Donkey Kong, they’re 
scattered throughout the levels 
for you to collect. 


are your 


enemy. They explode 
into satisfying piles of goo (you can 
eyen collect their heads as souvenirs). 


FUN FA 5.0 


Jet Force Gemini is another fine exam- 
ple of why Rare is one of gaming's best 
developers. Spectacular graphics and 
sounds combine with deep, gripping 
gameplay to make Jet Force a must-own 
action/adventure experience. 
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BY THE ROOKIE 


D 


CW MAYHEM 15 entering the ring 

to challenge WWF Attitude for top 
bragging rights in the Nintendo 645 squared 
circle. While Mayhem sports a faster frame 
rate than Attitudes, its button-mashing action 
will appeal more to wrestling newbies than 
to hardcore sim fans. 


PROREeVLEOl 


FUN 
GRAPHICS — SOUND CONTROL — FACTOR 


Published by Electronic Arts 
$59.99 4 players 
Available now ESRB: Teen 


> PROTIP: To pick Wrestling 


up weapons such as 
chairs, stand over the 
item and press B. 
Then press A to 

beat your oppo- 
nent senseless. 


Disco Inferno 

WCW Mayhem slams the mat with standard gameplay modes that 
include Singles, Four-Way Dance, Battle Royal, and Quest for the 
Best. In Quest, gamers choose their favorite superstars and attempt to rise through the ranks to win the WCW heavy- 
weight belt. You'll find more than 50 WCW stars, including Goldberg, Sting, and Hollywood Hogan— plus, you can 
create your own contender. Accompanied by personalized theme music and pyrotechnics, each bruiser walks into 
the ring with style. For your slam- 
tastic enjoyment, Mayhem also con- 
tains every WCW ring, including 
all 12 Pay-Per-View arenas. 

Best of all, the action isn't confined to the ring—for the first time 
ever in a wrestling title, gamers can fight backstage. After both brawlers 
have left the ring, they can pummel each other as they proceed up the 
ramp in order to find secret backstage areas that come complete with 
tables, chairs, and other items of destruction. 


Feel the Pang 

Graphically, Mayhem is a royal jumble. The frame rate is smokin’, the 
motion-captured moves look authentic, and the wrestlers’ appearances 
are right on. Each brawler, however, skates across the ring with rigid stiff- 
ness. Plus, the game's collision detection is way off base at times: You'll 
think your move has connected, only to find yourself kissin' the canvas. 


PROTIP: To perform the Irish Whip, 
engage your opponent in a grapple, 
then simultaneously press the R trigger 
and the directional pad in the direc- 
tion you want to throw them. As your 
opponent bounces off the ropes and 
returns, press bottom-C to break 'em. 


ь | | 
э а С 


WORLD CHAMPIONSHIP WRESTLING 


> PROTIP: As for sound, Mayhem contains good ringside effects 
на as well as crowd chants. The commentary is handled by 
hold, stand WCW mike-men Tony Schiavone, Bobby “The Brain" 
near your Heenan, and Mean Gene Okerlund. While they manage 
opponent's to keep pace with the action, they often repeat them- 
head and 7 ы М 
ta UE selves, which makes their funny one-liners fall flat after 


one match. 

Mayhem's controls aren't tough to master—in fact, 
they're masher friendly. Each wrestler has a fine arsenal 
of moves at their disposal, but you'll find yourself pound- 
ing away to win rather than making calculated moves. 


Oh, Yeeaaahhh! 

WCW Mayhem’s a fine game if you're a fan 
of the league. It’s also a good place to start 
if you're a newbie. If you want more depth 
and something with a more sim-like feel, 

however, stick to WWF Attitude. (9 


oun № 
Hollywood Hogan shows off for his 
loyal fans. 


THE HITMAN 


< PROTIP: If your opponent is near the 
corner and stunned, walk to the turn- 
buckle nearest him and press B. Then - = " 
when you're on the top rope, press A Mayhem has the fastest frame rate of any wrestling 
to bust out a powerful maneuver. game on the market, making for some heated action. 


GRAPHICS 40 CONTROL 35 


FUN FACTOR 


Mayhem's graphics are pretty tight for 
the most part. The wrestlers look and 
act the part, but move around like stiff 
ice-skaters. There's also some funky 
collision detection goin' on. 


The sound definitely could've used a lit- 
tle improvement. While the atmos- 
pheric effects hit home, the announcers 
аге way too repetitive. 


The wrestlers are responsive to your 
every whim (even a little overly sensitive 
at times), but all the moves are per- 
formed with the same presses. The game 
may be too button-masher friendly for 
hardcore wrestling sim addicts. 


WCW Mayhem is a fun game despite 
its quirks. If you're a fan of the WCW. 
or à newbie to the genre, you're going 
to want it in your N64 collection. 
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Portable, handheld, 16 BIT CPU 
146 Simultaneous colors 
Revolving Joystick 

40 Hours of Continuous Play 

6 Color Casings 


7650 TOP- 7650 


Pac-Man is manufactured and distributed under license from NAMCO LTD. 
For more information on where to purchase a NeoGeo Pocket Color, 
NeoGeo Pocket Color software or accessories contact: 

SNK Corporation of America, eat Oaks Blvd., San Jose, CA 95119 


EVERYONE 


1 
+ ©1999 Nintendo. The NBA and the individual NBA member team identifications used оп or in this product are 
¢ trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc. and the 
Д respective NBA member teams and may not be used, in whole ог in part, without prior written consent of 
5 NBA Properties, Inc. © 1999 NBA Properties, Inc. All Rights Reserved, Тһе “N” logo is a кадетагк of Nintendo 
т of America Inc. © 1999 Nintendo of America Inc. www.nintendo.com Game and System j | separately. 
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Return this coupon or call: 


BY ВОВА FATT 
Published by Ubi Soft 


$59.99 
Available October 


NINTENDO 64 _ 
PROREViCUS 


Action/adventure 


FUN 
FACTOR 


GRAPHICS SOUND _ CONTROL 


ESRB: Everyone 


THE GREAT ESCAPE 


u в! Sort’s RAYMAN, an early PlayStation title, was one of that system's 
sharpest-looking side-scrolling platform games. Now Rayman is busting 
into 3D on the N64—and he's goin’ in high style. 


RAY TO THE RESCUE 


In Rayman 2, sinister pirates have imprisoned Rayman’s 
friends and smashed the world's magical force into 1000 
pieces, or “lums.” As Rayman, you must free your pals 
and collect the lums across some 45 linear worlds. Most 
levels offer a bonus game if you find all the lums, and in 
some levels, you must find a minimum number to progress. 
As the game advances, you'll also return to earlier levels 
with new powers or items you've acquired that enable 
you to complete those levels. With clever puzzles, intense 
action, and intricate plotting, Rayman 2 is compelling at 
every turn. 


RAY OF LICHT 

Minimal clipping, no draw-in, and majestic detail means that Rayman 
2 is one of the more gorgeous N64 games. Its lush environments 
feature crisp textures, realistic structures, and incredible special 
effects, from moody lighting to raging waterfalls and eerie oceans 
of luscious goo. 

Even the characters are amusing and lifelike: Check out the 
Teensies, who crown a new king after every sentence they utter; 
Clark, the oafish brute who needs help with a tummy ache; or 
Globox, who does a funky rain dance before returning to his 


wife, Uglette. а ЖЫ ж 


Д PROTIP: Once you recover the е vial from the Cave: 
ROCKIN RAYMAN 


of Bad Dreams, return to Clark and follow him as he 
Despite odd mumbles that pass for character voices, Rayman smashes through walls in the Pirates’ den. 

2% aural delights round out a phenomenally cinematic package that often feels like a cartoon. In particular, the 
dynamic mood-setting score responds to in-game action by increasing its tempo during battle while the bass-heavy 
sound effects pound your speakers during the most intense action. ‹ 

When using Rayman's myriad powers— which range from helicopter ears and power swinging to throwing 
objects—and during special scenarios in which, for example, you ride live rockets and water-ski, you'll find that 
Rayman 2's responsive controls wrangle the action beautifully thanks to a subtle, but extremely 
helpful, auto-aiming feature. Rayman isn't immune, however, to the curse of the 3D platform 
game: Crummy camera angles occasionally make maneuvering difficult. 

Nevertheless, Rayman 2 is a magnificent, challenging game with amusing characters and 
stunning environments. This Great Escape really is a great escape. (27 


Rayman's strafe and auto-aiming 
functions make the game's combat 
system intuitive and effective. 


PROTIP: This bouncing boss will hurl 

skulls at you-fire at them to make them 
freeze, then hop on them and shoot 

the next one to create a bridge. Face 

forward to aim accurately. 


4 PROTIP: То 
defeat this vile 
machine, drag the 
TNT barrel in and hurl 
it at the bandages. But if 
the machine fires cannon- 
balls, juggle the barrel in 
the air, shooting the cannon- 
balls between catches. 

un 
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PROTIP: Don't let these teeth chomp 
you! Push forward on the controller, 
keep firing (ricochet off the walls if 
necessary), and avoid the obstacles to 
outpace this munchin' monster. 


<4 PROTIP: 
Pummel this 
boss by jump- 
ing, strafing, 
and firing. 
Then, from the 
bottom of the 
opposite base, 
throw the 
magic spheres 
to their respec- 
tive bases. 


5.0 
nvirofiments illustrating 
under siege; its spec- 
weaponry, and magic 
effects; and | istically complex 3D 
worlds, Rayman 2 is on par with the 
best-looking N64 games. 


а cartoon 
tacular lightii 


SOUND 4.5 


Moody, dynamic music that reacts to 
the in-game action highlights Rayman 
2% sound package, but the hushed, in- 
decipherable чос x silly and unnec- 
essary. Still, b: vers can get their 
pulses pounding with this game's sound 
effects and score. 


CONTROL 4.5 


Rayman 25 camera sometimes goes 
kamikaze, creating blind jumps, hiding 
enemies, or throwing off the otherwise 
phenomenal auto-aiming feature. Ulti- 
mately, however, this simple interface 


FUN FACTOR 
| 


a 
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BY VICIOUS SID 


Published by Midway Home 
Entertainment 
$54.99 

Available October 
Action 


PROReCVLEWS 


4 players 
ESRB: Teen 


“LEGENDS 


^ IDWAY's- N64 PORT of the recent arcade quarter- 
f muncher-Gauntlet Legends packs extra levels and fea- 
tures into this remake of the original arcade king. Chock-full.of 
Р 


coin-op goodness, Gauntlet Legends will quench your thirst for a 
lighter, less-filling RPG-flavored hackfest. 


MERLIN MANSON 

Gauntlet's story revolves around the dastardly wizard Garm, who 
summons Skorne, a vicious demon and potential evil ally, from the 
bowels of Hades. Silly Garm. Now Skorne’s smashed free of his 
confines and taken over as ruler supreme. It's up to Sumner, 


PROTIP: Teamwork is an asset on most 
levels, but Gauntlet's difficulty increases. 
with.exira players, so it's usually better 


to run Skorne's brutal gauntlet one last time. to fight bosses one-on-one. 


GO-GO-GADGET GAUNTLET 


This will be no easy task. Gauntlet's expansive levels overflow with hundreds of enemies, ranging 
from ankle-biting rats and blade-swiping grunts to a rampaging chimera. Diabolical spike traps, 
poison food, unwelcome visits from Death, and other sneaky threats are also prevalent, so watch 
your step. Thankfully, you have help: Chests and barrels containing roast beef and power-ups are 
abundant in most levels, and Sumner offers guidance and valuable items for a small price. 

Multiple character classes add welcome strategy: A brutish warrior; à deadly valkyrie, a speedy 
archer, and a shriveled yet devastating wizard are at your disposal. Additional personages, weapons, 
and quests are up for grabs during the course of the game. In other words, you'll be plenty busy 
hacking creatures to bits with swords and spells in a frenzy of pure arcade combat. 

If you're up to this sizable challenge, you'll be happy to know that your N64 is, too. Dark, 
ominous clouds streak across the sky, light-sourcing effects send orbs of color whirling down 

1 dank corridors—it's a feast for the eyes. There's no 
dessert served, however, as the camera's wide lens is 
extremely limited, and some textures appear a bit rough. 
Still, it's an excellent graphical achievement. 

Classic Gauntlet intonations such as “Save keys 
to open doors!” and “Warrior is about to die!” add 
atmosphere and humor to an already captivating =$ и 
game. If only the stock effects, oddly limited to muted 
punching sounds, weren't so mind-numbingly repetitive, |! 


THE LITTLE 
LEGEND THAT COULD 


Gauntlet Legends is not perfect by any 
stretch of the imagination, but it’s an 
impressive port of a polished arcade 
game that manages to cram in some 
extra playability to boot. If role- 
playing with an arcade twist lights 
your fire, you'll combust with 
Gauntlet Legends. (29 


PROTI: Conserve your UE attacks for tough bat- 
tles. Save valuable magic potions for emergencies 
and "near Death" encounters. Use your fire breath 
or amulets when you're trapped in corners. 


> PROTIP: Use snip- 
ing tactics to defeat 
rock golems. Evade 
their grasp until you 
wear them down to 
gravel or until you 
build up enough en- 
ergy to smash their 
stony butts with а fi 
turbo attack. | 


3 А ү 
PROTIP: Although the ice axe found in World Two's 
Castle Armory will chill the World One dragon boss, 
you don't need it. Activate Triple-Shot, stand in the 
extreme lower right-hand corner, and blast him. 


FUN 
GRAPHICS — SOUND CONTROL _ FACTOR 


PROTIP: Inspect the area 
Whenever you're stuck. 
4 Blast walls, dirt mounds, 
гапа suspicious architec- 

ture-you'll usually find 
a secret uda or switch. 


PROTIP: To win the Minotaur character 
at the end of World One, Level Three, 
use the agile archer, activate an extra 
speed power-up, and dash through 
the maze while collecting all the coins. 


GRAPHICS 4.0 


Gauntlet Legends’ colorful special effects, 
vast enemy hordes, and respectable 
frame rates please the eye. Fuzzy tex- 
tures, a temperamental camera, and 
pedestrian monster designs slightly lessen 
the appeal. 


SOUND 3.5 


With an appropriately heroic sound- 
track and extremely effective voice- 
overs, Gauntlet initially seems to be an 
audio masterpiece. Sadly, anemic sound 
effects and muddy sampling mar an other- 
wise fine effort. 


CONTROL 4.0 


Gauntlet makes admirable use of the 
N64 analog stick, but inventory man- 
agement is hairy during combat. Fortu- 
nately, the simple controls respond 
smoothly even in tight situations. 


FUN FACTOR 45 


Minor quibbles aside, Gauntlet Legends 
is a must-have title. Faithful fans of the 
original arcade games finally have fresh 
prey to sink their teeth into, while N64 
players new to the franchise will wor- 
ship the depth and playability of this 
modernized classic. 
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4 - Player Deathmatch, 
along with Lethal Tag; 
Cube Hint, And Quick 
Draw. 


þer 
<> Rumble Pak 
Support 


КОЕ КОН Corporation and KOEI Со, Lid. All fights reserved. Nintendo 64 and the 3-D “М” lego are trademarks of NintenddfBf America Inc. The ratings icon is a trademark of the Interactive Digital Soft waya Orion. 
visa 


MUSIC TELEVISION 9 


у 


radical 


entertainment. 


5 Different Events Exclusive Create-A-Park Feature 7 Unique Lifestyle Riders Hundreds Of Trick Combos 


vww.thq.com 


B 
syStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, МТУ Sports: Snowboarding - Game and Software © 1999 Radical Entertainment, 
û, "МТУ Sports’ names, trademarks, and logos and all related titles and logos are trademarks of MTV Networks, а division of Viacom International Inc. MTV: Music Television’ name, 
ademark and logo "MTV: Music Television’ and ай related tities and logos are trademarks of MTV Networks, а division of Viacom International Inc. Snowboarding Б a trademark of THO Ine 
ame and Software exclusively licensed and published by THO Inc. MTV Sports and MTV Music Television exclusively licensed to THO Inc. THO logo and THO are trademarks of THO Inc. 


PlayStation radical 


entertainment. ™ 


NIN 
PROR@Vi 


71 EQUELS THAT ARRIVE almost on the tail of their 
S predecessors often have a slapped-together look 
and rarely do justice to the original. BattleTanx: Global ч 
Assault, however, follows up last winter's BattleTanx nicely Ж PA 
with better graphics, expanded gameplay, and tons more 


tanks for greater destruction. 


TANX AGAIN 


The story takes place à few years after the apoca- 
lyptic madness of the first game. Griffin Spade 
(David's little brother) and his fiancée, Madison, 
got hitched and have a young son, Brandon, 
who is beginning to show signs of the Edge— 
the power Spade and his wife also share. As 
Spade, your primary goal is to protect Brandon; 
secondary goals include blowing up truck stops, 
destroying drive-ins, and wiping European cities 


off the map. 


The single-player mode is more involved than the 
original's: Instead of knocking everything to the ground 
and demolishing anything that moves, sometimes you 


eus 


Mk 


m Published by 300 
#549.99 
т Available October 
m Action 


actually must rupe to gather dirt on your enemy, the evil Queen Lord Cassandra, or sift through the rubble of the 
18 levels for prisoners (who float eerily as detached heads until rescued). The 
multiplayer game has also been expanded with three more modes of play, but 
the two-player co-op campaign mode is the most enjoyable improvement. 


PROTIP: Use your Edge power spar- 
ingly. At first it'll just stun enemies, but 
later you can control them. Very nice. 


PROTIP: Blow up everything. You'll find power-ups 
inside buildings, cars, small cities, and more. 


GRAPHICS 


4.5 
BattleTanx: Global Assault's visuals are 
much sharper than those in the original 
game —and the fog has also backed off, 
letting you see the details of distant 
buildings trembling and tumbling from 
your blasts. 


LIFTING THE FOG 


The fog in the first BattleTanx was a real disappointment—what 
good is the ability to destroy huge buildings if you can’t watch 
them come down? In this game, the fog has retreated, and the 
visuals now show off blasts and explosions blocks away. Also im- 
proved are the music and sound effects, which deserve a kickin’ 
stereo, preferably one with a monster subwoofer. 

Our one beef involves the controls: Gunner 
mode is no longer an option, so if you were one 
of those players able to master the tricky separate 
tank and turret controls, prepare for some adjust- 
ment. Luckily, the strafe option allows some of this 


dual control. 


Tanx Tors 


> PROTIP: А 
teleporter will 
get you out of 

trouble quickly. 


SOUND 45 


The thundering booms and a heavy 
score get the adrenaline pumping. 
There's still no sign of screaming extras, 
unfortunately, although enemy tanks ex- 
plode skyward and chunks of metal 
drop around you with appropriate 
clinks and clunks. 
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One minor beef isn't enough to detract from the 
intense enjoyment of BattleTanx: Global Assault. 
After all, there are now seven new tanks to choose 
from—who cares how you control 'em— just pick 
a turret, any turret, hop in, and blow up stuff! (29 


ERU 


CONTROL 


The controls are the same as in the 
original, but noticeably missing is the 
Gunner mode—you can't even pro- 
gram the keys for separate control of 
the tank and turret. On the plus side, 
Arcade mode works well: The turret 
turns before the tank does. 


=4 players 
в ESRB: Teen 


FUN 
GRAPHICS SOUND СОМТАО. FACTOR 


16 Е д 
FRIENDLY FIRE 
17 ENEMIES. КАЛЕ 


FUN FACTOR 4.5 
This sequel to last year’s button- 
mashing tank blastfest is even more fun 
than the first. Destroying large bits of 
the planet is a blast, especially with a 
buddy at your side in co-op mode. 
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$49.99 4 players 
Available now ESRB: Everyone 
Racing 


FERE'S A BREATH of fresh carbon monoxide: a lap-based racing game that rewards you for 

wrecking your own ride—as long as you destroy the others first! Destruction Derby 64 fiddles 
with the rules just enough to create a familiar yet surprisingly 
mur eT fresh take on race combat. 


Unlike other N64 racers, Destruction Derby 64 requires you to 
trash your car—just completely collide it into the competition 
until the chassis bursts into flames. These races aren’t won by 
finishing laps, but by finishing other players. You'll earn points 
by damaging your fellow racers, often head-on; the more havoc, 
the higher your rankings. 

Some tracks are arenas, others are checkpoint-based circuits — 
and on circuits, half the competitors drive one direction, while 
half go the opposite way. The inevitable debris-filled consequences 
can net you big points. There's a collision-free time-trial mode 
for speed freaks, too—but who cares? 


Graphically, DD64 doesn't thrill, but it certainly won't disappoint. 
Textures are smooth and fairly detailed, though a little muted and 
fuzzy. The lens flare generally gets in the way, and the atmos- 


pheric shafts of light coming in through holes in tunnels often GRAPHICS 4.0 


look like solid columns. The darn lens flare gets in the way on 
DD64 offers mediocre engine growls and pretty poor music—disappoint- sunny tracks, but decent track detail 


ing pseudo-techno filler that you'll want to disable. There's also an all-too- and varied paint jobs keep things inter- 
familiar hyper-happy announcer, but quips like “Сес the jaws of life!" and “This reminds me of rush hour in БА." earn esting. Also, Destruction Derby 64 earns 
a giggle. The control varies by car, yet each vehicle responds well 2 5 
enough to the controller, so it isn't hard to switch between them. 


those magical, rarely heard words: no 
pop-up. 


SOUND 3.5 


The three standard racing-game flaws 
apply to DD64: tame engine growls, an 
annoying techno soundtrack, and an an- 
nouncer who's hopped up on goofballs. 
A few one-liners are funny, though, and 
the crushing car effects are sweet. 


CONTROL 4.0 


The handling differs between car types, 
but for the most part, the analog stick 
responds well. The handbrake enables. 
powerslides and quick 180-degree 
turns—great in arena matches. 


FUN FACTOR 4.0 


Face it—it's fun smashing cars to bits! 
Destruction Derby 64 delivers as much 
automotive carnage as you could hope 
to get without weapons strapped to the 
hood. Enjoyable multiplayer games, 
sharp physics, and a challenging АЛ. 
make this one worth the test drive. 
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While the initial vehicles differ only in paint jobs, winning perfor- 
mances unlock a dozen new cars. Plus, the computer ain't stupid — 
the АЛ. cars will intentionally swerve out of your way, making every 
joust a twitchy battle of nerves. 

Destruction Derby 64 is a little rough around the edges (and 
it’s just a tad too easy), but scores points for its original take and 
straightforward, fun smash-em-up gameplay, With four-player sup- 
port, hidden cars, and plenty of tracks, there’s enough here to keep 
you interested for a while. @ 


MATURE 
го 


17 


PlayStation 


Remember, the only thing to fear is fear itself. Especially in this deadly mercenary mission where your own emotional responses 
determine what happens next. So go ahead, make your move. Just be sure to keep your fear in check. 


Breakthrough SUSPENSE/ACTION ADVENTURE MOTION FX TECHNOLOGY. Pre-rendered, 
game. Beyond your realm of fear. Beyond fully animated backgrounds 
any 3rd person game created. creating a frighteningly real world. 


NON-INTERRUPTED GAMEPLAY for more 
intense action and debilitating power. 
REE RUTHLESS 


you control. 


Comes iis handy bor the 


MERCENARIES У, 


EIDO 


eidos.com 


EIDOS, EIDOS INTERACTIVE, and the EIDOS INTERACTIVE LOGO are all registered trademarks of Eidos Interactive.Fear Factor is a trademark of Eidos Interactive. PlayStation and the PlayStation logos are registered trade- 


marks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


2 ВУ ВОВА ҒАТТ 
ly S | FUN 
mPublished by Electronic Arts SRA PIES OUND  гомтас ATO 


$59.99 m2 players 
m Available now m ESRB: Everyone 
ECAUSE JUST ABOUT = Stunt racing 
everybody has tossed, smashed, 
es 199% crashed, and bashed Hot Wheels cars at some point in their lives, 
В EA has put the die-cast duelers to work in a game that suits their 


- AVI у VA lightweight legacy. Hot Wheels Turbo Racing, however, is a heavy- 
USED KAL VE = weight when it comes to gameplay. > 


although you'll have to unlock most of them Бу winning tournaments 
and finding hidden "mystery car" icons. There are several competi- 
tion modes: practice, racing tourneys, stunt, and high-performance 
split-screen multiplayer matchups. Six tracks compose the initial chal- 
lenge, but you'll find several more as you progress through the game. 
In HWTR, you earn turbo boosts by performing airborne stunts that combine hurtling end-over- 
end, barrel rolling, and helicopter spinning. Though the interface is overly complicated, it smoothly 
shifts to airborne mode to accommodate your stunts. The inertia when taking off, however, is jarring, 
which makes it hard to predict how your car will respond to commands. 


НУУТК lets you choose from 40 of the coolest Hot Wheels cars, É 


Despite some moderate clipping, HWTR's fast and furious visuals catapult your highly detailed 
cars through magnificently complex tracks that place Hot Wheels-style rubber loops in realistic 
environments. The course-specific hard-rock tunes are fairly bland but take a back seat to 
HWTRS roaring engines and rubber-mourning screeches. This game's overall audio/visual pack- 
age would make any wheels hot! 

If you've ever tossed a Hot Wheels car through the air and wondered what itd be like to be 
inside during the ensuing crash, check out Hot Wheels Turbo Racing for the answer. One more 
eternal question has been answered by modern technology. / 


| BY THE FRESHMAN 
s Published by Nintendo "E ELSE 
$59.99 m2 players 
m Available October шЕЅЕВ: Teen 
и Real-time strategy 
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ПЕ DEVIL IS AMONG US 
AND YOUR DOOM AWAITS 


LERS AND THIEVES 
LL ТЕМРТ AND ROB YOU. 


ONS AND DISASTER ; 
WILL REIGN VENGEANCE UPO 


Vour FAST CARS AND EASY. 
WILL NOT SAVE YO 


Hon WHEN YOU DEAL WITH THE DEVIL 
THE DEVIL WILL DEAL WITH YOU. 


ттт 59865, ы, 
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42 CUSTE Кім OUR у 
"ДОМЕ OF THE DREAMCAST'S FIRST MUST-HAVE 
LES...SEXY ара, SMOKIN! GAMEPLAY..." = GAMEPRO _ 


RASSE cem item ternis 


©1999 Ubi Soft, Inc. Speed Devils and Soft Entertainment are trademarks of Ubi Soft, Inc. Ubi Soft and the Ubi Soft Entertainment 
trademarks of Ubi Soft, Inc. Sega, DredBionst, and the Dreamcast logo are either registered trademarks or trademarks of Sega Enlorprises, Ld. — 


ACTUAL SCREEN SHOT 


LAP ПЕСО 
ог: 02: 3 
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_ Zw DREAMCAST 7 аррар Har 
a FI = а : GRAPHICS souno — CONTROL — rÁCIOR 
1 mPublished by Capcom 
P H i | (2 | 544.99 m3 players 
2 R e ۷ t е” m Available now mESRB: Teen 


m Fighting 


SPU E ASOT ЖШ DE: GRAPHICS 5.0 


KNOW YOUR e E 


The key to victory in SFA3 is choosing the fighting style— called an “-ізт” in the 
game—that matches your technique preferences. The X-ism "simple" style 
(red) is a single power bar: Fill it all at once to use all at once, and repeat. 

3 Тһе A-ism "standard Alpha" style 
(green) gives three levels of power, as in 
Capcom's Marvel fighting games: Each of 
the three levels enables an additional 


attack. The V-ism "variable" style (blue) Super move endings reflect the 
enables a custom combo system: With Юг of the -ism you've chosen. 


FUN FACTOR 4.5 


certain button presses, your character goes into а Shadow Combo mode 
that allows serious, devastating linked combos. 

Which one's the best? Because some moves are available only in 
certain "—isms;' it's best to play and find out what works for you. 


depends on the fighting style. 
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T f EIT GIVES YOU A CHANCE TO FIGHT 


BRAIN HUNGRY ZOMBIES... 


» HOUSES% DEAD 2 | Sega@Dreamcast._ 


IT'S THINKING 


~. | < APPARENTLY YOU'D RATHER SUCK HATCHET 


new characters travel branching paths on 6 intense levels for ultimate replayabilily to confront over 20 


kinds of mutants with hatchets. chainsaws and razor sharp teeth. check your shorts for cake. *.: sega.com 
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™ BY FOUR-EYED DRAGON 


Published by Acclaim 
$49.99 
Available now 


PROReVLOeUS 


R IDING A HOVERBOARD has never been so gratifying. Starring 
terrific visuals, music that raves with each ride, and an ensemble of 
stunts, TrickStyle for the Dreamcast is a boarder's heaven. 


2 players 


Racing 


FUN 
FACTOR 


GRAPHICS _ SOUND CONTROL 


ESRB: Everyone 


Urbanomics 

It's the future: Earth is in а state of bliss and 
life has become easy for much of the popu- 
lation. The young, however, are restless; 
they've taken to the streets, surfing the city 
limits. The goal for these "urban surfers" is 
to seek glamour and social status by winning 
races and performing insane tricks. 

From the beginning, players will notice the wonderful depth of TrickStyle's graphics. 
Each track is finely detailed, characters are clearly distinguished by their appearance, and 
backgrounds possess an exuberance of color glistening at every turn. 

Each ride is also bolstered by a soundtrack that will make your head sway with each 
beat. From practice runs to actual races, the techno music will make you wish the urban 
surfing would never end. The small blurbs your opponents yell at you as they pass become 
bothersome, but you can always turn them off. 


A Controlling Style 
A mix of today's skateboard stunts and futuristic 
hoverboard tricks makes up the game's library of 


СЕЗЕ 


} 
5 


> У чу 


[score 0000 


*4 PROTIP: 
The best 

2 way to win 
‘a Switching 
Globe Chal- 
lenge is to 
follow the 
guide and 
see what he 
touches first. 


moves. Unfortunately, executing combinations with 
the game's 40 stunts is tedious. Slow button response 
limits characters to performing simple combos 
one at a time. Pulling off individual tricks, however, 
is easy. 

Maneuvering your character through races is also 
a snap. The analog stick works perfectly in every turn, 
while each character and board are clearly recogniz- 
able by their skills and hoverboarding style. 


The Next 
Wave of Surfing 


PROTIP: Go into а Boogie Drill on 
vertical turns to avoid getting bumped 
by your-opponents. 


PROTIP: Don't forget to press the 


Accelerate button just before you 
land. You'll stick it safely every time. 


TrickStyle is an instant classic. 
Skateboarders will enjoy doing 

mad stunts, and the slick courses 
and quick boards will mesmerize 


4 PROTIP: Don't be afraid to 
race on the side of tunnels; 
Sometimes they're quicker 

| than the regular path. 


race fans. Urban surfing has 
never been better! (29 


score ооа. 


SOS Б. ДЕ =. 


you'll be way ahead of the pack. 


GRAPHICS 5.0 


The graphics are this game's highlight. 
Backdrops are beautifully drawn, tracks 
gleam with a kaleidoscope of colors, 
and the lighting effects from speeding 
boards are phenomenally iridescent. 


PROTIP: On the first track of USA, look for a shortcut 
just to the right of this tree. If you stick the landing, 


score 0000) 


PROTIP: For a fast start, press the Accelerate button 
as soon as the “1” is about to disappear, then im- 
mediately go into a Speed Luge. 


EMNE || CONTROL 40 


A combination of techno and dance It's difficult to pull off multiple tricks be- 


music rages through each level with a 
strong, pulsating. rhythm. Thankfully, it 
also overpowers the annoying voices of 
your opponents as they ride by. 


cause button response is surprisingly 
slow. Directing your racer on the track, 
however, feels smooth and doesn't re- 
quire much concentration. 


ن 


< This is 
one Style 
that won't 
go out of 
| fashion! 


PROTIP; Bust 1080°s throughout an entire course for 
huge trickstyle points. 


FUN FACTOR 5.0 


Despite its faltering controls, TrickStyle 
still moves strong. Combined with a po- 
tent soundtrack, remarkable visuals, 
and an overflow of crazy tricks, this 
stunt-based racer will be hard to defeat 
on the Dreamcast. 
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iss your loved ones good-bye: 


Oy с, i je ж Á 


Search for tbe Golden Dolphin 
is an exciting, interactive 


CD-ROM adventure. 


ө Five fully-navigable 3-D tall ships 
e Swashbuckling, 3-D adventures 
в For Windows® 95/98 and Macintosh” 


But be ye forewarned: this is not 
a voyage for the faint of heart. 
Ye will have to master nautical 
skills and solve deceivin: 
challenges to succeed.” 


So keep ye wits at hand апа” 
cutlass close by. 


Start your journey today by visiting waw.cinegram.com or calling 1-800-608-0810 - 


BY FOUR-EYED DRAGON 


Published by Sega 
$39.99 
m Available October 


PROREVLEWS 


S EGA Bass FISHING isa video game апрјег5 dream come true com- 
pared to the mediocre school of fishing titles that has recently surfaced 
on the consoles. Swift gameplay, ample strategy, and slick graphics help this 
Bass weigh in at the top of its class. 


Catch of the Day 
SBF's visuals will hypnotize gamers. Water is beautifully transparent with realistic 
ripples, and the various creatures, including the prized bass, swim gracefully. There is 
also a huge variety of locales showing deep and shallow points where you can cast, 
while weather conditions and the passing of time look real and 
actually affect your fishing. IG EGA 
Even more impressive are the various lures you ) 
must use to catch the elusive bass. Each one is 
shaped and moves like its real-life counterpart. 


A Lure Like No Other 
Controlling your bait is a cinch. Using the analog stick, 
you can twitch, shake, and reel-and-stop your lures to 
cleverly seduce the super-sized swimmers. There's also 
an easy-to-use practice mode that enables you to hone 
your skills and master the perfect angling technique. To 
get the best feel for the game, however, you would be 
wise to use Sega's fishing controller. Besides vibrating 
when you've caught a fish, the rod-shaped device also Wo., EX 
has an authentic-looking reel attached to it. This Bass game tops the scales! 

SBF’s sounds surge with quality, too. Slick background noise from insects and a simple, un- 
obtrusive soundtrack hit perfection. Plus, to help you haul in your prize, an informative voice 
offers quick advice whenever a bass is about to get off the hook. 


FUN 
GRAPHICS SOUND CONTROL — FACTOR 


m| player 
= ESRB: Everyone 


lure head. 


PROTIP: Wondering how to use partic- 
ular lures! Look at the demo screens 
for the best lessons. 


Hooked on Fishing 

Fishing is usually synonymous with long hours of just sitting around waiting for a bite that 

might never come. Sega Bass Fishing, on the other hand, floods the underrated sport with 
high-octane excitement so that anyone can appreciate the intricacies of the sport. Even if 

you've never fished before, SBF is а worthwhile catch. 


PROTIP: When line ten- 
sion is high, stop reeling 
№ the fish. As the tension 
lowers, jerk up the pole, 
then immediately lower it 
and start reeling again. 


> PROTIP: To attract bass during sunny 
afternoons, attach lures that drag the 
bottom and cast into deep water 
where there is shade and rocks. 


<4 PROTIP: The Grub is 
the best lure to use on 
Lake Crystaldew. 


PROTIP: To find out about any lures 
you've acquired from the last stage, 
go to the tacklebox. 


GRAPHICS 4.5 SOUND 5.0 CONTROL 4.5 FUN FACTOR EXU 


PROTIP: When it's raining, fish tend to be active in shal- 
low areas. 


PROTIP: At Lake Paradise, the Popper bait is great to use 
during both the mornings and the nights. 


Sharp visuals realistically depict such 
things as the fish swimming away from 
unappealing lures, casting into diverse 
areas, and underwater creatures swim- 
ming. A perfect score was hindered by 
periodic breakup in the environment 
and limited camera angles. 


Helpful advice comes at the right time, 
while the music is upbeat and adds to 
the overall ambiance of your fishing ad- 
venture. The cricket serenades in the 
background and the splashing of hungry 
fish round out the great audio effects. 


The game works fine with the normal 
control pad, but for a true fishing expe- 
rience, use Sega's fishing controller that 
comes with a reel on its side. Unfortu- 
nately, this cool peripheral is set up for 
lefties, so right-handed casters might 
feel a little awkward using it. 


The first of its kind for the Dreamcast, 
Sega Bass Fishing is a must for every- 
one. Even if fishing sounds dull to you, 
this game's fast arcade action and in- 
volving strategy will lure any gamer into 
a fishing frenzy. 
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Exercise your muscle to 
EXORCISE еі souls 


A 


АЛ evil curse has tallen on the kingdom 

of Gomar, turning it's inhabitants into 

vicious creatures, A fearless warrior, female |2 К 
spy and powerful wizard have escaped the № ° g 
late of their fellow villagers. They must now Е 
search for and capture souls in order to — 


reverse the curse, Use Ist person perspective 
for long-distance weapons 


Your enemies will stalk, 
attack in groups and 
summon reinlorcements, 
watch out! 


> Single player 3D fantasy combat 

» Choice oJ 3 heroes, each with their own set | 
ој weapons aud fighting style | 

p> Explore 5 huge worlds and battle over 
40 unusual and powerful enemies 


> Attempt to defeat 5 brutally fierce Bosses 


ГҮЛҮ! 
Ten? 
piggyback 


www.redorb.com 


T 
еа - LETAR 
PROREViEUS я ан 


549.95 Action 
Available 2 players 
Noyember ESRB: Teen 


Cof THe Dreamcast GETS a taste of police brutality 
Г. i : г 


with Dynamite Сор, а mindless 3D beat-em-down. 
The game has а good cop/bad сор complexion: It’s fun initially, 
but becomes repetitive as you fight wave after wave of enemies 
imbued with a simple-minded А.І. 


Whateha Gonna Do? 

You play as one of three special-forces members sent on a mission 
to rescue the president's kidnapped daughter...okay, so it isn’t the 
most original premise. Cop's strength is brainless action, which it 
‘ gleefully delivers —by the truckload. You jump, punch, kick, and 
PROTIP: Pay attention between levels. shoot your way through levels filled with thugs and other bad- 


There may be a mini-game. guy slime whose only purpose is to get smacked silly. PROTIP: Almost anything can be picked up and used 
as a weapon-even a peppershaker. 


Plus, Cop adds some cool techniques to the rote gameplay 
engine: Almost anything can be used as a weapon, including frozen fish, bread loaves, pool chairs, refrigerators, and 
more, You can also execute devastating attacks with your bare hands; the most amusing (and violent) of these are 
the "combination attacks" where you grab an enemy and proceed to break every bone in his body by pressing 
several buttons in sequence. "Ж Я 


Busted! ы 4 

Cop passes inspection іп most categories. The graphics are smooth and clean although.marred occasionally by cheesy 

explosions and awkward polygons. Soundwise, the effects are innocuous and the music is so subtle that you'll hardly 

PROTII Use big-bang mise with even notice it. For the most part, the controls hold their own, but when you're surrounded by multiple enemies, 

caution in the two-player game; if your maneuvering: to face the one you want is sometimes difficult. 

соо ep gi ke зот If you're looking for an action game where brainpower takes а backseat to brute force, then walk the Dynamite 
Cop beat. Others will be satisfied with a rental. а 


BY MAJOR MIKE 


A Published by Infogrames GRAPHICS SOUND — CONTROL FACTOR 
$39.95 2 players 
\ Available now ESRB: Teen 
\ 5 Action 


to clear a path through your ies S ы. using а variety of weaponry. 
Sound like fun? Sure...but only on the fi st few levels. 


di пале sys uL rad % 


spective, you run ie 


hockey-sticks out MA wav 


even rescue а few PROTIP: Some enemies perched оп 


1 >. — liffs can be eliminated only if you ^ 
civilians along ~ ~ А A : 
/ shoot them at point-blank range. 3 lien shi " 
Expendable has no shortage of ex cfi repower. can collect ^ РЕОПР: 
over 15 weapons, including a fl. a missile launcher, 


et ме vds mcos gun. s third level о 
p semi М 
so, however, everything looks the same; this, combined with t pes xed gameplay engine, quick y 


adds up to boredom. . Ф 
a hate ^ ^ ~ 
| mixed visuals \ е ы хы! 
222 Expendable's fi "e and carnage make pretty pictures, but some levels are hampered by Ema 


S are shrouded in fog. Plus, the stationary camera doesn't help; you'll be felled frequently by off-screen 
ssailants and sniper fire. 

In the audio department, blan d wannabe hard-rock tunes compose the music score while loud m effects 
pud away with a plethora of screams and explosions. Competent controls keep you ‘on the move, but pre- 
cision aiming is nonexistent: You'll end up wasting several rounds trying to peg a single target. 

Expendable i isn't a bad game, it just isn't a very exciting one. If mindless shooters are your bag, though, 
its a great ‘way to kill some time...and nothing more. O 


a safe distance m" before opening fire. 
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IT KNOWS YOU LIKE RUNNING £ 
тч OFF-TACKLE ON THIRD AND SHORT 


Sega© Dreamcast. | 9s. NFL 2К' 


IT'S THINKING 


эзнешәред peiersibei leue әле обо1веошеела eui pue 1зеошеела "ебә 


100.4 еиоце әш jo 5џешоред ere (ееш porejer-14N) зашто v 


OBSTINATE LITTLE TOOL AREN'T YOU? > 


eye-popping 3D action with over 1500 player moves clashing at 60fps in VMU-selected secret plays at any of 
31 highly detailed stadiums with realtime weather. ready for the big league, sweetheart? ·.: sega.com 
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(Я 
/ $ ANIMATED VIOLENCE 


DOLBY MILD 
www.squaresoft.com ПП ову] SUE 
Published by Square Electronic Arts L.L.C. Aor ratin 


© 1999 Square Co., Ltd. All rights reserved. FINAL FANTASY, SQUARESOFT, and the SQUARE SOFT logos are registered trademarks of Square Co., Ltd. 
U.S. Patent No. 5390937, 5649862. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Dolby and the 
double-D symbol are trademarks of Dolby Laboratories. The ratings icon is a trademark of the Interactive Digital Software Association. 


PlayStation 


COLLECTORS PACKAGE 


FINAL FANTASY ANTHOLOGY. 


Ke 


‘Two complete, classic RPGs never before released Countless magic spells and job skills to learn as you This special package includes stunning, 
on the PlayStation” game console follow epic storylines through 60 hours of gameplay all-new CG cinemas unique to this collection 


Ж Contains a bonus soundtrack CD featuring favorite music from both games 


SQUARE SOFT 


www.squaresoft.com 
Published by Square Electronic Arts L.L.C. 


TEEN 
MILD ANIMATED VIOLENCE 
COMIC MISCHIEF 


Vist wie esrb org ог cal 1-800-71-3772 
"or rating information. 


© 1992, 1998, 1999 Square Со. Ltd. © 1997, 1998, 1999 Square Co., Ltd. Al rights reserved, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
FINAL FANTASY, SQUARESOFT, and the SQUARE SOFT logo are registered trademarks of Square Co., Ltd. FINAL FANTASY ANTHOLOGY is a trademark of Square Co., Ltd. U.S. Patent No, 5390937, 5649862. PlayStation 
The MUSIC FROM FFV AND FFVI VIDEO GAMES is provided exclusively by Square Electronic Arts L.L.C. and is not developed or sponsored by Sony Computer Entertainment America or other Sony affiliates. 


BY THE ROOKIE 


Published by Sega 
$49.99 

Available now 
Football 


The Football Revolution Is Here 


PLATFORM 
Dreamcast 


© 


SPORT 
Football 


Take advantage of NFL 2K's Tutorial 
mode to learn the game's finer points. 


Randy Moss skies over the defense to 
make a spectacular grab. 


GRAPHICS 5.0 


You won't find а more beautiful football 
game anywhere, NFL 2K has the graph- 
ical goods, including awesome mo-cap 
animations, incredibly detailed players, 
and.a respectable frame rate. 


NFL 2K sports the most realistic, hard-hitting 
graphics of any football game ever to suit up. 


D FOOTBALL HAS arrived, and 
once you've played it, the virtual gridiron will 
never:be the same again. NFL 2K is taking the 
world by storm with the most lifelike player 
graphics ever while providing hardcore sim ad- 
dicts with rich gameplay and a respectable ros- 
ter of features. 


The Whole Kitna and Caboodle 
NEL 2K arrives with a wealth of gameplay 
options, including Season, Exhibition, and Play- 
off modes. It also contains all 31 franchises, 
complete with player rosters stacked with the 
current superstars, 3 all-pro teams, and 6 alumni teams. As for the 
game's features, you can participate in a Fantasy draft and create your 
own players, and you can also devise offensive and defensive plays. 


A Rolling Stone Gathers No Moss 

Graphically, NFL 2K is out of this world—you.won't find a more beautifully 
crafted sports game anywhere. Each player is accurately scaled and pops off 
the screen with vivid clarity. Visual Concepts (the developer) has meticulously 
created each player's uniform to perfection, adding mesh patterns, position- 
specific facemasks, and extra attire such as long-sleeve shirts in cold weather. 
And the motion-captured moves are so stunningly real, you'll swear NFL 2K 
isa televised game as you witness pile-driving tackles, amazing one-handed 
grabs, outrageous touchdown celebrations, and so much more —it's simply 
mind-boggling. 

Equally impressive are NFL 2K’s commentary and in-game effects. You’ve 
never heard anything so real. In addition to having the most accurate two- 
man booth in the biz, NFL 2K includes an 
onfield correspondent who provides updates 
on injured players, field conditions, and so 
on. All the right gridiron effects have been 
implemented, too, from the grunts in the 
trenches to smack-talk before and 
after the Ба! 5 been snapped. 

The only area that's a little lacking 
15 the controls. While it's easy to 
get in the game right away, NFL 2K 
would've benefited from more effec- 
tive player moves. For example, you have to charge up your player by 
pressing the A button to pummel your opponent, which is tricky. It 
would also have been nice to have a sidestepping juke move. 


Super Bowl Bound 

If you own a Dreamcast and love football, you'd Бе: ап absolute fool 

to pass up this game. Even though you won't find a-franchise mode 

in this year’s version, NFL 2К.іѕ a deep football’ sim that'll satisfy any 
pigskin junkie. 


4 players 
ESRB: Everyone 


FUN 
GRAPHICS — SOUND __ CONTROL FACTOR 


Rating 


A hivance 


NFL 2K will госк your, television's 
speakers with all the right football ef- 
fects, from. crushing tackles to smack- 
talking linemen. Moreover, the two-man 
booth and onfield correspondent relay 
the action in satisfying detail, 


CONTROL 4.0 FUN FACTOR 4.5 


Тһе basic controls are’ very user- 
friendly, mimicking those of” other 
pigskin titles. Performing the more ad- 
vanced charge-based moves, however, 
will take a lot of practice to master. 


NFL 2K offers a truly deep football sim 
that plays great and looks fantastic— 
especially for a first-generation product. 
If-you own a Dreamcast and you love 
football, buy this game. 
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PLATFORM 
Nintendo 64 


PROREVLEWS 


Knockout Kings 2000 
KOs the Crowd 


Title Bout 


As in the first game, KO Kings’ lineup of past and present boxing greats is unparalleled, 
offering legends like Muhammad Ali, Oscar De La Hoya, Evander Holyfield, Sugar Ray 
Leonard, Shane Mosley, and 20 others. Better yet, you can use the impressive create-a- 
boxer to put yourself in action against the pros. The bell sounds in either single matches 
or the cool Career mode where you start your Несі 
work him up to the world championship. 

As far as gameplay goes, KO Kings will have your pulse pounding with excitement. It’s 
not the most realistic boxing game —refs don't disqualify you for low blows and there's 
no clinching — but the fast, addictively fun action is Басі 
for those who stay to play. Plus, the topnotch control 
to have a great time, while pros will enjoy mastering the extensive moves. 


PROTIP: To avoid ge 
silly; bob and weave 
Z, motion ^ and У) aw: 
opponent's atta 
whatever opening the 


PROTIP: For a succ 
between fights. Rack up t 


points by alternating quic 
(simultaneously press and h 
Тар B) and reaching body Ы 
(simultaneously press and hol 
У, tap A), then mix in a few strong 
hand jabs. 


GRAPHICS 4.5 


Replete with. impressive, well-rendered 
boxers and arenas, Knockout Kings' 
graphics shine. Butter-smooth anima- 
tions and cool details like mouthpieces 
that fly out make it far easier on the 
eyes than a jab to the head. 


GAMEPRO NOVEMBER 1999 


OT JUST A mere port of last year's Play- 
Station boxing star, Knockout Kings 2000 
for the N64 improves on the original in so 
many ways that it plays like а new—and 
much better— game. Slick graphics, awe- 
some controls, and superstar gameplay 
make KO Kings 2000 a champion. 


Work the Body 
Visually, KO Kings performs 


ing boxer off їп the local gym and 


ед by plenty of strategy and depth 
s are intuitive enough for rookies 


ike Ali when he clobbered Liston 
in '65. The sharp boxer models look and move very realistically, 


bruising and bleeding as the bouts progress. The fluid animations 


PROTIP: If your opponent earns a 
super-charged punch (you'll hear a 
chime), immediately cover your face 
(press and hold Z) and wait it out. 


rocked, shove your opponent away 


nultaneously tap A and B) to get 
a breather. 


Rockin’ tunes and the bruising sounds. 
of boxing are matched by the voices of 
the sport's greats, such as referee Mills 
Lane. Its an awesome audio package — 
if the announcers had something to say 
more often, it would’ve been perfect. 


BY AIR “SWEET SUGAR” HENDRIX 
Ч m Published by EA Sports 
и $49.95 и Boxing 
и Available #2 players 
November m ESRB: Teen 


FUN 
GRAPHICS SOUND CONTROL — FACTOR 


1 (press and hold >, tap А) 


is a great way to open the fight or to chase your op- 


ponent if you have him on the retreat. 


steal the show, though, 


as the boxers jab, weave, 
"Sweet Sugar" Hendrix's super-charged punch lays 


gd: кешес ун out a fellow scrub on the canvas at the local gym! 
lifelike power and grace. 


You won't even be troubled by 
the game's minor flaws, such.as 
the bulky seams at their joints. 

On the sound side, KO Kings 
is filled with famous boxing voices, 
ranging from referee Mills Lane to 
announcer Al Albert—its a shame 
they don't speak up more often. 
Luckily, the furious sounds of fists 
flying and boxers grunting in pain 
will keep your ears busy. 


PROTIP: When you're even or ahead, 


s (like low blows) can 
punch meter. If you're 
losing, they drain too much health. 


signature mov 


Knockout Punch 

Because the PlayStation version of 
KO Kings 2000 was still under wraps at press time, it's hard to declare 
KO Kings the new champ—especially when Ready 2 Rumble for the Dream- 
cast is such a blast. But this game will hold its own with the best of the 
heavyweights (particularly if real-life boxers matter to you): All told, Knock- 
out Kings 2000 is a true title contender that every N64 gamer should 
check out. 3 


CONTROL 5.0 FUN FACTOR 5.0 


Whether уоште hurling haymakers or. 
dodging devastating -uppercuts, KO 
Kings’ killer controls keep you in the 
ring and on your toes—as you long as 
you have the skills, that is. 


Knockout Kihgs 2000 catapults past its 
PlayStation predecessor with excellent 
gameplay, graphics, and’ controls. Its 
easy to learn, hard to master, and.enor: 
mously fun. This kick-ass game jis. well 
worth its price tag. 


BY AIR HENDRIX 
m Published by EA Sports 
m$39.95 
и Available now 
в Racing 


PROREVLEWS 
NASCAR 2000 
Takes the Pole Again 


PLATFORM, ASCAR 2000 FOR the PlayStation rolls out of the 

Playstation pits with its most finely tuned performance yet. If 

өт you love the smell of exhaust in the morning, you 1 
won't want to miss this thrilling ride. 

EE Lap Leader 

Racing NASCAR's packing а lot more under „бесе 


the hood this season with some excel- қ 200. 

lent new features that really amp up the Ы E 

action. Two players can.compete side-by-side Pa 

through an entire season in split-screen action, which is an inventive, exciting way to 

play. On pit row, you can now also opt for interactive pit stops where you tap out a 

series of button presses (think Um Jammer Lammy)—f you nail them, you're back in 

the race more quickly. NASCAR fans will love factoring in pit stops and how it deepens 

the gameplay. 
Other sweet touches include five new fantasy road tracks for greater variety, the 

ability to create your own driver, customizable seasons, and rearview mirrors that toggle 

on or off. Naturally, you'll still find a heap of pro drivers and tracks, ranging from 

Andretti to Wallace and Atlanta to Watkins Glen. 


NI 


Redlined Engines 
As always with EA Sports’ NASCAR series, you can fiddle with the АЈ. and physics 
to make the race as arcade-ish or realistic as you like. On the hard settings, though, 
pros will notice that the CPU drivers don't take any crap, bashing back when you rub 
fenders and taking advantage of your slightest mistake to slip on by. 

The controls have also been nicely refined, sporting a much more comfort- 
able, natural feel. It all adds up to awesome gameplay. 


Smokin' Rubber 
Visually, NASCAR 2000 looks a lot like NASCAR '99, which is anything but bad 
news. Everything is a little more detailed, the pop-up's been slightly toned down, 
and the frame гаге5 still plenty quick. As for sound, fans will notice the killer new 
engine roars right away, but the commentators and crew chief sound very famil- 
iar...and pretty tired. 

If you're more into less technical action (like Need for 
Speed), NASCAR might be a bit too much for you to handle. 
But for hardcore racing fans, it probably won't get any better 


> PROTIP: For tracks 
like Texas and Las 
Vegas, you can max 
out the speed and 
handling-you won't 
need much accel- | 
eration. In the Basic 
car-setup menu, 
set the downforce 
at 5, the oversteer 
at 9, the tire pres- 
sure at 10, and the 
gear ratio at 8. 


> PROTIP: Тит 2 on North 
Carolina is deceptive-it looks 
like you can blast throush 
it coming out of Turn 1, 
but it actually requires 
some heavy braking. 


m2 players 
m ESRB: Everyone 


PROTIP: A good interactive pit stop can bump you 
up a few places, so memorize this button-pressing 
sequence (it's always the same): O, О, О, X, х, О, 
O, O; В/О, A, ©, 0, X. 


GRAPHICS 4.5 


The tracks and cars are only slightly 
more detailed than those in NASCAR 
799, which means they're still smokin’. 
Better yet, the pop-up been reduced 
(but not eliminated) and the frame rate 
is speedy. 
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NASCAR's. sounds. аге solid. Тһе 
throaty rumble of stock-car engines 
roars with authentic, exciting bass, but 
the announcers and crew chief sound a 
little stale and repetitive. 


CONTROL 5.0 


NASCAR's responsive but -challenging 
controls are a great improvement on 
last year’s ride. If you've got game, 
they'll keep you in it. 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


=| 


PROTIP: Drafting is essential to moving 
up the field. Stay tucked behind ап 
opponent as much as possible, then 
duck out and slip around. 


44 PROTIP: At super- 
speedways like Tal- 
ladega or Fontana 

=] where top speed is 
all-important, some- 
times it’s better to 
let your car brush 
the wall to scrub 
off speed than to 


Ta aes actually brake. 


4 PROTIP: An effective way to pass is to 
take the inside line-but brake less than 
your opponent. When you start to push; 
drift into their car to slow down, then 
j| move on by. 


FUN FACTOR 5.0 


With awesome new features and a pack, 
full of crafty opponents, NASCAR 2000 
is EA Sports’ best day at the races yet. 
It doesn’t have the mainstream appeal 
of, зау, Need for Speed, but hardcore 
racing fans will have to have it; 


INTRODUCING THE 
NEWEST WAY TO 
PLAY BASKETBALL 


Camera angles that put 
you in the action 


=> 


playstation | „ 


1 : Addictive gameplay that's 
ШІ. : fast and fun 


SPORTS GAMES FOR SPORTS FANS. 


foxsports.com 


log on for more info, 
screenshots and downloads 


Also on 
Windows® 
95/98 CD-ROM 


nba.com 


INTERACTIVE | 


©1999 Twentieth Century Fox Film Corporation. All Rights Reserved. "Fox," "Fox Sports," "Fox Sports Net," "бо-1о-биј "Fox Sports Interactive,” "Fox Interactive,” "Twentieth Century Fox" ond their associated logos are trademarks ond the property of Twentieth Century Fox Film Corporation. The NBA and individual NBA 
‘member team identifications used on or in this product are registered trademarks and copyrighted designs, and/or other forms of intellectual property, that оге the exclusive property of NBA Properties, Inc. ond the respective member teams and may not be used, in whole or in port, without the prior written consent of 
NBA Properties, Inc. ©1999 NBA Properties, Inc. All rights reserved. Windows and the Windows logo оте either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and 
printed in the U.S.A. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos ore registered trademarks of Sony Computer Entertainment Inc. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C 
DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 


D 


в h 77 a Wrest ЖЫ а 


trademarks of Sony d у 7 j into of Am in © (Атка Inc. The Prima Logo and Prima Publishing" are registered trademarks of Prima Communications) 


THE RULEBOOK SAYS YOU GAN ONLY FIGHT INSIDE THE RING. 
BUT THEN AGAIN, THE RULEBOOK SAYS A LOT OF THINGS. 


Trash opponents with garbage cans, folding chairs and anything else that’s not 


bolted down. It’s a big arena out there. Give ‘em a guided tour. www.wewmayhem.com 


WCW MAYHEM. IT STARTS IN THE RING. IT JUST DOESN'T HAVE TO END THERE. 5 
ELECTRONIC ARTS 


WCW...The Album Coming 10.19.99 PRIMA 
Prima Strategy Guide Available. LE: 


BY THE ROOKIE 


PROREVLOWS 


NBA Basketball 2000 Е 
Behind the Times 


FUN 
GRAPHICS SOUND СОМТВО. FACTOR 


Published by Fox Sports Interactive 
$39.99 8 players 
Available October ш ESRB: Everyone 
Basketball 


PLATFORM Е” SPORTS INTERACTIVE sets its 
Playspation sights on the PlayStation court with a solid- 
playing hoops game, NBA Basketball 2000. Unfor- 
tunately, the game is behind the times compared 
to МВА Live 2000, lacking animated player faces, 
SPORT a Franchise mode, and advanced controls. 
Basketball NBA Basketball captures the flair of Fox 


Where My Dogs At? Sports with its trademark Spot Shadow. 


NBA 2000 suits up with all the standard gameplay modes and a roster full of today's big- 
time ballers as well as.playaz from this year's rookie class, including Scott Padgett, Elton 
Brand, and Steve Francis. You can also create your own prime-time player to get your 
cyber groove on. Of course, all 33 NBA franchises made the cut along with All-Star and 
Rookie All-Star teams. 

On the gameplay side, NBA 20005 АЛ. proves smart. Offensively, players don’t stand 
around counting the fans in the stands—they actually move without the ball, looking to 
get open—and the computer works the rock around till it gets a good shot. Defensively, 
the АЛ. does an effective job of quickly closing open lanes, making it hard for you to get 
a good look. 


Knicked in the Bud 

The game also hits the court with respectable player graphics, cool motion-captured 
animations, and a smooth frame rate. Radical (the developer) even added Fox Sports 
flair by including the latter's famous Spot Shadow as well as multiple angles via а split- 
or quarter-screen during particular replays. There are even 
R elaborate pre-game intros that include light shows. 

NBA Basketball 2000's controls perform well. You'll find stan- 
dard commands handy at the touch of a button, including effec- 
tive juke moves, icon passing, speed bursts, and so on. But it 
doesn't contain some of the more advanced functions you'll find 
in NBA Live 2000, such as head-fakes and false first steps. You'll 
also find that occasionally your players won't respond to your 
commands quickly enough. 

Sonically, NBA 2000 contains all the appropriate courtside 
effects, such as cheering crowds and swishing nets. In the booth, 
you'll hear excellent play-by-play and pre-game analysis from Fox 
Sports announcer Greg Papa and new Orlando 
Magic head coach Doc Rivers. 


4 


PROTIP: Work the ball around the perimeter, then 
‘go inside to your big man for the slam, 


PROTIP: Utilize your point guard's quickness to 
break the press and get into a scoring position. 


PROTIP: After a rebound, move the ball 


upcourt to your speedy point guard. 
‘Once he's blown past the defense, it's 
an easy deuce. 


PROTIP: After you shoot the rock, charge the basket 
and get in good position for а rebound. 
Coulda Been a Baller %; 


МВА Basketball.2000 could've been а topnotch title about two years ago. Because it lacks prime-time 

features and an advanced control scheme, it's only worth a purchase today if you're a total newbie to 
hoops games. If you need a quick fix, however, before 
Live 2000 and NBA Shootout 2000 are released, give 
NBA Basketball 2000 a try as a rental. (29 


o TE | += 
ry ard, 
GRAPHICS 35 


PROTIP: If you get a wide-open shot for your three- 


point sniper, take it. E 


mm 
FUN FACTOR 3.5 


МВА 20005 graphics are average when 
compared with other hoops titles. You 
will see some nice motion-captured 
animations, and the Fox Sports Spot 
Shadow is a cool touch during replays. 
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The ‘sound is the game's. best feature: 
The two-man play-by-play is fairly accu- 
rate and Doc Rivers gives insightful 
comments during the action. 


The controls are solid, but very standard, 
Icon passing, one-touch juke moves, and 
speed bursts are all included, Player сопе 
trol, however, could've been a bit tighter. 


NBA Basketball 2000's.not a bad game, 
just outdated. Unless you're a hoops 
rookie, you won't get as much sim 
satisfaction as you would with NBA 
Live 2000. 
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и Published by Acclaim 


[PIXO 8 VC CUS mm 


$59.99 


NFL Quarterback Club 2000 Е 


PLATFORM 


Nintendo 64 


Football 


IT'S ALWAYS BEEN a battle between Quarterback Club and Madden for N64 football 
supremacy. This year, the outcome is the same as always: NFL Quarterback Club 2000 
busts out the best N64 gridiron graphics around— but its gameplay and overall football 
experience just can't compete with Madden NFL 20005. 


Football Frenzy 

On the plus side, QBC2000 is loaded with realism-boosting options and features, including 
player development, performance streaks, players and team creation, roster management, 
drafts, and playbook design. The detailed Hyper Audibles feature enables the offense to call a 
play for almost any type of situation. 

ОВС offers а nice level of challenge. Players must move and react with conviction when, 
for example, reaching for a reception— there аге no gimmes іп this game. Sadly, QB Club 
drops the ball with its sluggish controls and its less-than-satisfying playbook—unless you 

take the time to design your own plays, you just 
won't find enough variety. 


Solid Backup 


FUN 
GRAPHICS SOUND _ CONTROL — FACTOR 


m4 players 
m ESRB: Everyone 


PROTIP: On pass plays, line up your defenders on 
the weak side to blitz. 


QBC20005 graphics and sound are topnotch, featuring fully 
rendered stadiums and players, as well as smooth motion- 
captured animations; and the sound effects and commentary 
are responsive and realistic. Unfortunately, though you can 


play QB Club from a variety of camera angles, none of them 
are very effective. And the horrendously slow frame rate really 
interferes with the action— there's no excuse for ОВС20005 


jerky, stilted gameplay. 


6 Hutton: Ооо Delonte 


Would-be Holmgrens can create up to 
128 offensive and defensive plays. 


— À 1... - QBC2000 just doesn't measure up to Madden NFL 2000. If for some 


PROTIP: Use a linebacker to shadow players in motion 
or nimble QBs. 


reason you find yourself Madden-less, it might be worth а rental. (27 


The all new GameProWorld.com. 


Can you handle it? 


www.gameproworld.com 


PROMEVLEUWS 
NHL ҒасеОН 2000 


PLATFORM _ FOR THE PAST few years, FaceOff's been clutching at NHL 20005 jersey like a defenseman desper- 

PlayStation ately chasing a breakaway. This year; it still hasn't managed to hook EA Sports’ league-leading series 
to the ice. Although its sim-style realism may attract a few fans, FaceOff still plays about as well as the 

“у Canucks on a good night. 

nU Third-Liners 

Hockey The best part of NHL FaceOff 2000 is that its games aren't the high-scoring frenzies typical of NHL 


Seeing Stars 


still; in motion, they're twitchy and choppy. 


PROTIP: FaceOff 2000's goalies are 
smart about working the puck-you can 
trust them to leave the crease at the 
right moments. 

when a player gets checked) don’t pass muster. 


In comparison to NHL 20005 all-star performance, FaceOff 2000 is a journeyman. It has too many 
flaws to be worth your time unless you're a purist who simply can't tolerate the excessive goal scoring 


‘in NHL 2000. (22 


NHL Championship 2000 


^_^ ; PLATFORM- 
°; PlayStation 
уд 


LIKE MOST ROOKIES in their first year in the pros, 
МНЕ Championship 2000 gets clobbered by the big-time 
“players. NHL 2000 and FaceOff 2000 pretty much have the 
hockey market cornered, and Championships mediocre 
graphics, ‘controls, and gameplay don't give them any reasons 
“to worry. f 


Needs Conditioning 
Championship hits the ice with all.the standard hockey features, 
including trades, player creation, fighting, pro and international 
teams, and more. Once the puck drops, though, you'll notice 
that the pace is sluggish—not always, but the action bogs down often enough 
that you'll feel like you're mired in molasses. 

The controls have all the standard moves, but the skating and puck-handling 
feel stiff and unresponsive. The bright spot is the cool passing indicators that place little 


arrows around the puck carrier to tell you where your teammates are. Touches like this 


make Championship friendly to novices. 


"Not a Playoff Contender 


As for sounds, the commentary by Fox Sports announcers John Davidson апа Kenny. 
; Albert is solid; and the on-ice effects are also strong. One of the best parts of the game is 
“that the Fox Sports TV license shows up everywhere from the theme’ music to the score- 
 board—it feels like you're watching an actual game on TV. 

Although Championship's not a bad start for Fox's nascent sports series, it just doesn’t 
have the skills to play in the big leagues yet. Stick with NHL 2000 for this year's most out- 
standing hockey gaming. @ 
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2000. Instead, realistic scores of 2-0 or 3-І are commonplace, which hardcore hockey fans will 
appreciate. 989 backs that up with all the expected features: trades, fighting, season play, and so on. 
Now the bad news. Although the action is greatly improved over last year’s game, it still has a 
spastic, jerky feel (even when you turn the game speed down). Also, the skating and checking still 
< seem to bounce and float, like your players aren't in contact with the ice. 
The controls are otherwise solid, but lacking NHL 20005 “big hit” 
and “big deke” moves, they come off as pretty basic. 


Visually, FaceOff's got the best arenas around, and they're packed 
with cool details like Zambonis and hats on the ice after hat tricks. 
The player models also look sharp—as long as they're standing 


The sound, unfortunately, just blows. ESPN's Darren Pang is 
possibly the most annoying announcer ever to call a game, and 
even the on-ice effects (like the fake-sounding grunt that sounds 


PROTIP: With а powerful ЖЕЗДЕ 
like ДІ Macinnis, fire off a slapshot as 
soon as you cross the blue line. 


y NHL Championship 2000's graphics aren't playoff-caliber. During cinematic close-ups, the player 
ў “models look awesome, but in the game they're lacking in detail and move with jerky animations. 


BY AIR HENDRIX 


и Published by 989 Sports 

"8 players 
(with multitap) 

m ESRB:Everyone 


FUN 
GRAPHICS SOUND CONTROL — FACTOR 


PROTIP: With penalties on, the ref's 
pretty uptight about checking. Ве сате“ 
ful not to pound on О, or you'll spend 
the game in the sin bin. 


9B95PORTS 
(at 1 ата 
рю 2 22 


PROTIP: № you're down a goal with under a minute 
left in the game, pull your goalie and use the extra 
player to crash the net. 


|| ву ain HENDRIX 


гон 
m Published by Fox Sports Interactive GRAPHICS SOUND V CONTROL V FACTOR 


и $39.99 
ESSA now 


m8 players 
(with multitap) 
B ESRB: Everyone 


NHL Championship's unique and very 
helpful passing indicators point to the 
other players on your team so you 
don't pass into empty ke. 


*4 PROTIP: 
To clock op- 
ponents in 
brawls, grab 
their jersey 
(press A) 
and upper- 
cut them 
(press ©). 


110.Мојап 


PLATFORM 


Nintendo 64 


N64 creation does make some nice | 4 у NASCAR 2000 
improvements over last year's version; Ж ] for the N64. 


PORTS PAGE 
Рот V L 84 S 
NASCAR 2000 


THE PLAYSTATION AND №64 are both capable of quality ~ = 
racing action, so it's surprising that EA Sports’ NASCAR еар) crashes are 


Е nares souno connor а 
$49.99 2 players 

Available now ESRB: Everyone 
Racing 


games for the №64 have lagged so far behind their ong of oe | 
PlayStation counterparts. The latest NASCAR КЫЕН: я 


but it literally pales in comparison to 


NASCAR racing on the PlayStation. ~ 200 
Bad Batch of Graphics 


It's the multimedia that’s bothersome. NASCAR is fun to drive — especially 
with the new split-screen two-player mode where you апФа buddy can race 
through the season neck-and-neck—but it’s painful to watch. The pixelated 
graphics look rough even in the foreground. 

The audio gets an “Е” for effort for plugging in announcers Bob Jenkins and Motorsports’ Hall 
of Famer Benny Parsons—but after the 100th time'a phrase is repeated, you're reminded that "E" 
also falls squarely between "D" апа “F” when it comes to grading. 

The tracks are-well done with 18 real NASCAR courses and 5 


сеге LOO OS: и | fantasy road tracks. Plus, it's an enjoyable exercise in humility racing pos kae 
= | against the greats of NASCAR. If you beat Jeff Gordon and Richard Е 
FUEL |5 “Тһе King" Petty, you have some serious back-patting ahead of you. ERA TTA 


REAR SPOILER, 
WEDGE 


Pit Stop and Go 
P 2 E IA: у PROTIP: Sometimes it's better to be in 
Another nice touch is the interactive pit stops. By planning ahead as Second, so you-not your opponent-can 


you-enter the pit, you can get your car back on the track а lot faster, ^ take advantage of the drafting effect. 


PROTIP: Make sure you get out of the pit proving that a lot of races are won by your performance down іп the grease. It's too bad that NASCAR 
as soon as possible, It'll save you the зес 2000 looks like it's been dipped in the same grease, though. It has a lot going for it, but it just couldn't close 


onds that might win the race. 


out the race. 127 


ВУ ВОВА FATT 


2 players 


Championship Motocross = | aee ani еј 


Featuring Ricky Carmichael di... 


PLATFORM - THQ's CHAMPIONSHIP MOTOCROSS 
PlayStation [сокз sharp and feels realistic, but as with the sun, Г а 
M extended exposure to it will make you tired. 
Moto Madness 2 
SPORT. In CM, you can play as motocross ingenue Ricky e a 
Racing Carmichael and choose from six gameplay modes, including time attack, split-screen head-to-head, апа | БР х Wo 
EN a championship with four successively unlocking levels: The dead-on physics and streamlined controls У о gos pee 
~ will make you instantly comfortable with your nine gravity-defying bikes. Plus, CM features pinpoint S S EN. 
м № PROTIP: Hurdle as many hills as pos- 


Available now ESRB: Everyone 


analog response, а highly intuitive interface, and a variety of bike customization options— but its muted 
Dual Shock support will barely sock your rocks. 

This game's real crash occurs іп Championship mode. With no 
option to save or switch bikes during the progressive qualifying tourna- 
ment, you'll be forced into mind-numbing repetition as you rerun early 
tracks to train for later ones. 


sible by leaning back during liftoff at 
the first hill in a Series, 


Dirtbike Duties 

CM offers 12 detailed international tracks full of obstacles, hills, twists, 
turns, and surprising burns, but the highlight of this show is your rider, 
who responds perfectly to the physical job while you lounge on the couch. 
The visuals аге improved by superb sound effects that put you right..." PROTIP: For propulsion and grip оп 


PROTIP: On tight turns, E the slide and ON the bike, but CM's highly pixelated ground textures are often too the bumpier tracks, push down to keep 
ease off the throttle. Even if you come toa murky to discern bumps, especially from the air. 
dead stop, you'll have grip and acceleration 
when moving forward again. 


your front tire on the track. 


Championship Motocross' strong split-screen: performance and responsive controls make it worth a look, 
but the disappointing solo tournaments will test your patience. If nothing else, the game's hard-rock soundtrack 
features Vanilla Ice’s smash-rock cover of “Ice Ice Baby” Word to your mutha. / 
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опе- or two- 


Compete ла 
ployer vert and street 


competitions: 


Dunk 'п Go Nuts 


Midway Home Entertainment's sports legacy continues with the latest coin- 


op conversion, NBA Showtime: NBA on NBC. Like its forebears NBA 27] 


and NBA Hangtime, Show- 
time features two-on-two 
action-oriented basketball 
with the usual arcade twists. Eee 
Players can pull off spectac- У INE ES 
ular acrobatic dunks from almost anywhere on court, three shots in a row 
gives your player a flamin' hot hand, and a well-timed shove will send your 
opponent sprawling to the hardwood. 
The recent addition of fouls, how- 
ever, forces players to be a little more 
discriminating about when they feel 
like being a bully. Five fouls gives the 
other team a free throw—-a single 
shot worth three points instead of 


© just one—and they retain possession 


after a successful bucket. 


Four оп the Floor 


“As in the arcade version, four players can jump in for a high-octane game 
filled with monster jams, pinpoint threes, no-look passes, and breaks that 
move faster than you can ayit “boomshakalaka” (пос that you would— that's 

so 1994!). The dunks in this game 

redefine the word "sick"—when 
was the last time you saw Patrick 

Ewing pull off a 360° windmill in 

regulation play? If you like your 

basketball airborne and active 
rather than simulated and sober, 
peep at Showtime when it slams 
home in November. 
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BY DAN ELEKTRO 


Developed by Eurocom (Nintendo 64, 
PlayStation), Avalanche (Dreamcast) 


Published by Midway Home Entertainment 
Target release date: November 


PiavSrATION NINTENDO 64 DREAMCAST 


Prepare for liftoff! NBA Showtime is warming up to bring all its high-flying 
arcade basketball action to the consoles. 


ag 
: AY P de а 


The most striking element іп the'arcáde version of Showtime was the photo- 
realistic player faces. Superstars such as Scottie Pippen, Kobe Bryant, Karl 
Malone, and Latrell Sprewell practically popped off the screen, animated in 
full polygonal 3D at 60 frames per second. Naturally, with its higher resolu- 
tion, the Dreamcast version will do the best job of bringing the stars to life. 
Plus, the home versions will feature other arcade goodies including player 
creation (on the Dreamcast, g 
you'll use the УМО), secret 
courts like a playground and 
a tropical island, hidden play- 
ers (including a collection 
of NBA team mascots and a 
few female players), as well 
as codes that activate fun 
options such as big-head 
mode and the red-white- 
and-blue ABA ball. 


ONIC HAS A NEW 


LIGHT SPEED DASH... 


SONIC ADVENTURE Sega Dreamed 


IT’S THINKING 


< ТОО BAD YOUR LAME-ASS 
REFLEXES RRE THE SRME 


| Yuji Naka's warp speed 3D adventure through 40 expansive worlds of bonus rounds and minit 


6 playable characters snowboard. play pinball, fly and even talk. moving 360° never felt so good. 


Sega is registered in the U.S. Patent and Trademark Office. Sega, Dreamcast, the Dreamcast Logo and Sonic Adventure are either registered trademarks or trademarks of SEGA Enterprises, Ltd. СЗЕСА ENTERPRISES, LTD., 1999. All rights reserved. 
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POV LOWS 
FIFA 2000: Major 


League Soccer 


For the past few years, the FIFA series 
has quietly delivered outstanding 
gameplay, graphics, and controls to 
those few sports gamers (in the U.S., 
at least) who gave it a chance. EA 
Sports is hoping to widen the audi- 
ence for НРА 2000—and pack in the 
crowds the way the Women's World 
Cup team did over the summer—by 
finally adding the U.S. pro league, the MLS, to the roster. Gamers will find 
all the MLS teams (D.C. United, L.A. Galaxy, and so on) and more than 250 
MLS players, including stars like Cobi Jones, Eddie Pope, Joe-Max Moore, and 
zw Roy Lassiter. Best of all, Women's 

World Cup champ and ESPN an- 
nouncer Julie Foudy joins ESPN's Phil 
Shoen in the broadcast booth to call 
all the MLS action. 

Of course, Euro soccer fans won't 
be neglected—FIFA 2000 sports the 
usual mammoth lineup of clubs and 
players ranging from the English Pre- 
~ mier League to the German Bundesliga and 13 

other national leagues. More than 40 classic 
\ teams of soccer greats and a broad selection 
of national squads round things out. 


D3:05 Los AngeleO Miami FusiO $ В; 
ілес 
= 


САМЕРВО МОУЕМВЕ! 


BY AIR HENDRIX 


m Developed and published by EA Sports 
arget release date: November 


PLAYSTATION 


Soccer's never drawn crowds in the States, so FIFA's reign as one of EA Sports’ 
most polished titles has gone largely unnoticed in the U.S. With the addition of 
the MLS license, however, FIFA 2000 might finally get the attention it deserves. 


Naturally, FIFA 2000 
offers more than just 
new licenses. In addi- 
tion to souping up the 
A.l., the developers 
worked on improving 
the ball dynamics for 
more natural dribbling, 
chesting, air balls, and 
the like. New anima- 
tions bring the rough- 
and-tumble side of 
the game to life as 
players collide, throw elbows, 
and hurl themselves into mur- 
derous slide-tackles, while the 
updated player models sport 
detailed facial expressions. 

On the features side, FIFA 
2000 will also contain consecu- 


4 
[5:35 Los AngeleO Miami Fusio, 


| 
| 


tive season action and more 
user-selectable plays. Even if. 
you're not a big soccer fan, 
keep an eye peeled for FIFA. 
2000 come November—if 
you don’t, you'll probably miss 
out on one of the year's best 
sports titles. 


» - » 
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BY THE ROOKIE 


Developed by Black Ops Entertainment 
Published by EA Sports 
Target release date: December 


FIRST LOOK PuvSrATION 


A Sports is rebounding from a disappointing 
season last year by attempting to recapture the 
national championship with NCAA March Madness 
2000. First and foremost, MM2000 will feature com- 
pletely new player models that are more lifelike and 
detailed than those in past versions, along with over 
80 new motion-captured animations. Gamers can 
also expect a more optimized frame rate for faster, 
smoother play. 

Plus, EA Sports is going to bolster the control 
with its new "dynamic dribbling” Gamers will be 
able to bust out smooth crossover dribbles, sweet 
ankle-breaking juke moves, head-fakes, stutter steps, and a whole 
lot more. For all you rookies in the stands, MM2000 will contain a 
one-button mode that will enable you (о рес right іп the game. 
If you're a sim junkie, you'll dig this year's expanded Franchise 
mode that includes detailed scouting reports on player recruits that 
examine their gameplay tendencies and school preferences. On top of 
this, you'll be able to take your team through multiple seasons-— 
even across several decades. 

As for squads, MM2000 will feature over 150 Division I-A 
teams and 20 historic men’s teams for your hoop-dreams excitement. Additionally, all the team stadiums 

Е ч “әәә. will be completely 3D-rendered, including such details as unique 
Р. ҚЫС floor surfaces and accurate arena dynamics. This year, ММ2000 
„АД looks like а sure-to-be collegiate contender. (2 
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WHAT IS THE EXTRA "0" 
IN YOUR NAME FOR 
IN МВА ShootOut 2000, 
ARE YOUR HIGH TOPS TIED 
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PlayStation 


E 
әш pue модем 


It's МВА ShootOut 2000 starring Jason Kidd. Check out 300 new motion 
captured moves with 42 signature dunks, or design your own slams 
with “Create Dunk." New defensive Matchup & Deny™ and offensive 
Read & React™ artificial intelligence gives you the most realistic 
hoops game play ever. *Touch Shooting" even lets you control the 
accuracy of your shot. You think you got enough game? Bring it. 


it 


lon. 


PlayStat 
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OLE-PLAYER’S REALM 
| PRO ӘУ СТ: 


THE MONTHLY GUIDE ТО THE WORLD OF ROLE-PLAYING GAMES 


EY! THis 15 Final Fantasy V! You 
know, Square's “lost” Final Fantasy 
game? The SNES Final Fantasy that never 
made it to America from Japan? If you need 
to know more than that. .. well, okay—but 
you're missing out on quality adventure time. 


Final Fantasy V leads off a three-CD reissue along with Final Fantasy 
VI (see Major Mike's shakedown on the facing page). Square has 
added new rendered cinemas and touched up the music, but basi- 
cally these are the 16-bit originals—and they hold their age well. 

FFV's classic screen-scrolling story begins with a bang. A huge meteor 
slams into the kingdom of Tycoon, disrupting the powers of the four magic 
crystals—Earth, Wind, Fire, and Water—that feed the world. When the 
king of Tycoon mysteriously disappears, four adventurers unite to search for 
their ruler and restore the crystals...or so they think. 


Final Fantasy V's new CG cinemas look great, and 
the solid gameplay and mystery-tinged story line 
will help you digest the retro gameplay graphics. 


You can bet you're going to cover a lot of territory, but the heroic controls 
more than do their duty. FFV features a slick character management system 
that enables you to quickly and easily build up 
nine attributes in each member of your party. 
You can also equip them with gear from head 
to toe, even giving them weapons for both 
hands. FFV uses character classes as well, so 
your team can become mages, knights, mar- 
tial artists, and more. You can even combine 
the qualities of certain classes to endow 
party members with unique skills. 

Of course, you need all of the above to 
fight an angry menagerie of weird beasts and 


= Г БЕН banditos. Again, the controls 
E 


shine in turn-based battles that 
are fierce but fun, thanks in part 
to imaginative creature graphics. 


You know, maybe it's possible to 


Wingrapter 


BY BROTHER BUZZ 


TUN 
GRAPHICS SOUND CONTROL — FACTOR 


GRAPHICS 4.0 


Give the designers at Square credit: The 
16-bit character visuals use simple 
graphics with expressive dialogue boxes 
to hit a wide range of emotions. The 
monsters look pretty fierce, too, de- 
spite their obvious 2D styling. 


SOUND 4.0 


Even with the '99 update, the simple 
sounds make it tough to ignore the fact 
that this is old audio technology— but 
the music still creates a sense of adven- 
ture and discovery. The effects are also 
a throwback to a kinder, gentler time, 
and fit in just fine. 


CONTROL 4.0 


New computer-generated (CG) cine- 
mas look great, and the old-school 
refinement still shines through. The on- 
the-money controls nail activities from 
guiding a pirate ship and a zeppelin to 
equipping feet, torso, head, and both 
hands. The ability to effortlessly com- 
bine character classes is cool, too. 


FUN FACTOR 4.5 


FFV captures your imagination. You get 
a compelling story line and solid game- 
play that enables you to explore vast 
landscapes and battle weird monsters 
as well as controls that allow you to ex- 
pertly manage the growth of your party. 
It's an RPG classic. 


call yourself a hardcore RPG gamer even if you haven't played every Final 
Fantasy game...naaawww! If you're going to be cool, you've got to go 
old-school. This game gets better with age. Square's FFVIII may be re- 
defining the genre, but ЕРУ reveals why the fantasy can never be final. (22 


GAME RATINGS SHOWN BELOW 
Published by Square EA RPG ESRB: Everyone 


$49.95 | player 3-CD set includes Final 
Available October Fantasy У, Final Fantasy 
VI, and a music CD 


BY MAJOR MIKE 


FUN 
GRAPHICS SOUND CONTROL — FACTOR 


RGUABLY THE BEST game to date in 

the Final Fantasy series, Final Fantasy VI 
(released іп '94 as Final Fantasy Ill for the SNES) 
has been reissued with new rendered cinema 
sequences and a few other minor adjustments. 
Although FFVI holds up beautifully today— 
even in the wake of FFVIII's release —further tweaks could've made 
this outstanding title even better. (For the original ProReview of 
Final Fantasy Ill, see the November '94 issue of GamePro.) 


за! GRAPHICS 3.0 


The new rendered cinemas are а nice 


addition, but the in-game graphics, in- 
cluding the pint-sized sprite characters, 
really show their age. The game's 
ЕЕН Pete Revere biggest problem is the slowdown that 
Taking place in а ‘апа called Narsche, FFVI focuses on Terra, the last runs rampant during battles. Not only 
free-spirited magic user on the planet, and her quest to find her ori- does the action become sluggish, but 
gins. What follows is an epic tale of double-crosses, revenge, self-discovery, tragedy — E aes oU ар 
in short, all the key narrative elements for which the FF series is renowned. One of [SOUND 35| 
FFVI's best assets is its “open party” scheme: You aren't limited to a “main character” The sound effects are tinny and muted. 
(as you are with Cloud in FFVII); instead, you On the other hand, the music shines 
choose from 12 fighters, who you can put in 
your four-person party at almost any time. 
ЕРУІ also benefits from the best villains of any 
game in the series—especially the sinister Kefka. Че victory music may bring a nostalgic 
Complete with a shrill laugh, a shrewd sense of smile toyane: 
humor, and several foul deeds, Kefka will make 
you hate him with every fiber of your being, The controls are dead-on...for the most 
forcing you to keep playing just to see his fate. part. Moving your party around and 
navigating the extensive menus is easy 
and intuitive. Once the slowdown sets 
in during battle sequences, though, 
controlling the cursor takes more work 
than necessary. 


FUN FACTOR 5.0 


Final Fantasy VI is still a topnotch 
RPG—even after its two sequels have 


through with stirring symphonies and 
beautiful melodies—especially as pre- 
sented in full CD-audio glory. The bat- 


Some aspects of FFVI, however, suffer when 

compared to today’s standards. The sprite 
“and nodi" graphics are bland and very dated, and 
gonna join your party! the sound effects come across as 
muted and tinny. And someone forgot 
to optimize the game speed for the An extra for the Anthology col- 
jump from 16- to 32-bit: Battle scenes lection: a gallery of rendered 


NET bor k FFVI CG artwork made the jump to 32-bit. The slow- 
are rife with horrible slowdown that down in this version distracts from the 
not only decelerates the visuals to a snail's pace, but also makes navi- ^ fun, but for the most part, RPG gamers 
gating the various menus a time-consuming—and patience-testing— will find this Final Fantasy a refreshing 


labor. This wasn't present in the 16-bit version, and it's а damn shame — blast from the past. 
the problem occurs here —FFVI deserves better. 


Had FFVI been speed-tuned for the PlayStation, it would've been the definitive version of the best FF to 
date. As it stands, it’s still an engrossing game, and FF fans will have a nostalgic blast. Even without flashy 
32-bit graphics, Final Fantasy VI shows how an excellent story can make any RPG thrive. @ 
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OLE-PLavER's REALM 


BY E. COLI 


PROAMEVLEWS 


FUN 
GRAPHICS SOUND CONTROL — FACTOR 


Published by Konami 
$39.99 
Available now 


1 player 
ESRB: Teen 


PlayStation 


е 


PLATFORM E BEEN A long time since the original Suikoden was 


ue the inter- 


starts where its predecessor left off, placing you in the boots of a 


released. Although the first game garnered quite a follow- 
ing—it was one of the first RPGs for the PlayStation—a whole lot 
has happened to the RPG genre in the meantime. Suikoden Il, with 
its rehashed story and old-fashioned 2D 
characters and environ- 
ments, is a little too е 
stale to pi 
est of even the most 
avid fans of the original. 
So, Where Were We? 
Suikoden | 
young imperial rebel who becomes a hunted man after witnessing the slaughter 
of his entire army at the command of its own general, Luka Bride. Aided by your 
buddies and some mercenaries, you must clear your name, rescue your sister, 
and squash the Evil Empire's plans. 
Although SII is short on plot and puzzles, it's very battle-intensive, with a com- 
bat system that resembles the original Suikoden's. You can configure your party with up to six 
of the 108 available characters (most of whom possess similar abilities) and unleash powerful 
combo attacks by uniting two or more party members. The attacks become repetitive after a 
while, however—even the spell attacks get old. Moreover, battles occur so frequently, you'll 
often choose to run instead of fight just to keep the story moving along. 


Back Where We Started 


Graphically, 51 looks better than the original, with more detailed 
environments and explorable areas— but you'll find it all a waste 
of time, with too much to explore (rows of houses and backyards) 
and nothing to gain (no treasure chests or items). 

On the bright side, 51% controls are highly responsive. Maneu- 
vering your character through the interactive world, managing 
your inventory, and configuring your party are all no-brainers. 

Unfortunately, the sound is pretty bland. There are virtually 
no voiceovers, and the background music shines only during 
combat. The spell effects actually sound better than the tunes. 


Fun-Free Zone 

Even fans of the first Suikoden will have a hard time enjoying this 
sequel, given that there's nothing new here. You probably won't 
want to invest the time or trouble it would take to embark on 
this pointless quest. @ 


PROTIP: After you come back from 
Kyaro City, you can remove or add 
party members by talking to Leona at 
the Mercenary Camp. 


PROTIP: In the Mercenary Camp, distract the guards 
by starting a fire, then run up to the balcony on the 
upper floor and use the rope to escape. 


PROTIP: Take any unknown items 
you win In battle (“1 Vase”) to the 
appraiser п Toto Village to have 
them identified. 
* 1 show you how i$ 
forge 
На На 


PROTIP: When choosing a formation, keep your 
character and Joel on the frontline. Their combo 
attacks can take out most enemies with one blow. 


PROTIP: In Sparrow Pass, remember 


GRAPHICS 3.0 


Suikoden ІІ looks better then its prede- 
cessor, but it's still full of cookie-cutter 
2D characters and environments. If it had 
been released a few years ago, it would 
have been an average RPG; in this day 
and age, though, it just looks dated. 
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PROTIP: When possible, have the Blacksmith in 
Ryube City sharpen or enhance your weapons. 


With virtually no voiceovers, this text- 
based game relies on bland background 
music and loud battle sound effects to 
keep you awake. 


CONTROL 5.0 


Suikoden 115 controls are very respon- 
sive. Maneuvering your character, con- 
figuring your party, and managing the 
menu items are easy. 


where the pool of water is-it'll come 
in handy in the many battles ahead. 


FUN FACTOR 2.5 


If you're a fan of the original, Suikoden 
Il might conceivably be worth your time 
(but theres no guarantee). Otherwise, 
a rental will be more than enough. 
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Available 9.9.99 
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x At 60 frames-per-second, TOKYO XTREME RACER is one of 
the fastest console games in existence. It's a white- 
knuckle racing experience that will leave you breathless. 


N FPS, 


HIGHVOLTAGE 


Throw down against road rivals in point battle mode, 
customize your import racer in quest mode, or choose 
versus mode to go head-to-head at a blistering 60 
frames per second. 


HIGHOCTANE 


in my opinion, easily rival that of the Gran E 
Turismo 2 demo" 
-SEGANET.COM 


"Graphically, this game is better than any console N ACC 
racing game to date...period." а 


~GAMEFAN ONLINE 


IN 1 SECOND. 


"This game has unbelievable graphics that, N ма V2 ga 4 


WWW.CRAVEGAMES.COM 


Tokyo Xtreme Racer, Crave and their respective logos are trademarks of Crave Entertainment, Inc. All Rights Reserved. Crave Entertainment is a registered trademark in the U.S. € 1999 Crave Entertainment, Inc. Genki is а 
registered trademark of Genki Co., Ltd. Sega, Dreamcast, and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. All other trademarks are the property of their respective owners. 
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BY E. COLI 


m Published by Atlus 
m$39.99 
m Available now 


РОЛФ V LOWS 


HOUSAND ARMS ELBOWS its way into the RPG 
Tis with a unique way of powering up weapons, a 
vast and detailed world, and a topnotch story line. Oh, and 
there's dating, too. 


Oh, Meis! You're So Nice! 

Get ready to assume the role of Meis, a ladies’ man and apprentice 

blacksmith. After being driven from your home by the invading 

army of Dark Acolytes, you pair up with babe-in-training Sodina 

in a quest to ignite all the Altars of Light scattered around the 

4 PROTIP: Only world. Along the way, the 

the characters Іп two of you are joined by other party 

ны cab ccn members and explore abandoned mines, misty valleys, icy caves, pirate encampments, volcanic 

in battles. Plan islands, and other exotic locations that brim with puzzles and dangerous foes. 

accordingly, but The most unique feature, however, in Thousand Arms is its sim-dating gameplay, which works in 

E сте ғар conjunction with Meis' blacksmith duties: You must successfully woo a female companion in order to 
Е 1 forge killer weapons. Answering questions to the girl's satisfaction, giving her a present, or success- 

fully completing a mini-game are all ways to raise the young lass' level of intimacy, which in turn helps 


FUN 
GRAPHICS SOUND _ CONTROL _ FACTOR 


m| player 
m ESRB: Teen 


His weapon is 
you create a more effective weapon. 


> PROTIP: The path 
that's second from 
the left in the Cave 
of Tenure leads to 
the Altar of Light. 
The first and third 
paths go to treasure 
chests; the fourth 

5 a dead end. 


the strongest. 
All in All 


Thousand Arms' graphics feature beautiful 3D polygonal environments. Within the 
very detailed and sometimes huge towns, you can take full advantage of the game's 
360-degree camera control, which makes for exciting exploration. You never know 
what you might find behind a building. 

Soundwise, the game is neither here nor there. Although the voice-overs are 
well acted, they aren't really anything to shout about. Furthermore, the background 
music works only adequately to pace the action. 

Thousand Arms' biggest flaw is control. The directional pad is imprecise, and the 
game doesn't support a joystick, so finding just the right spot to perform actions or 
to converse with other characters can be a real chore. 


GRAPHICS 4.0 


Thousand Arms' colorfully vibrant 3D 
environments and character art will 
grab players from the start. The high- 
quality animé sequences will dazzle even 
the most jaded gamer. 


SOUND 3.0 


Other than voice-overs during crucial 
scenes, all game dialogue is presented in 
text format. The background music 
doesn't hinder the experience, but it 
doesn't add anything, either. 


CONTROL 3.0 


Maneuvering the directional pad in the 
3D environment is simply too cumber- 
some, adding irritability to the gameplay 
experience. Locating the right position 
to perform an action or to interact 
with other characters can be a chal- 
lenge. The item menus, however, are 
well laid-out and a snap to manage. 


Thousand Arms is a solid RPG that in- 
cludes everything a discerning gamer 
requires: a rich story line, puzzles ga- 
lore, huge areas to explore, and tons of 
enemies to conquer. This is one RPG 
worth investigating. 
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Love and War 


Thousand Arms brings new elements to the genre, such as the weapon 
forging and the с game, while keeping gamers busy with excellent 
puzzles, a huge world to explore, 
and tough battles galore. It will 
definitely make a fine addition 
to any RPG fan's collection. (27 


PROTIP: Once you've found the en- 
trance to the pirate's encampment, 
talk to the people in the village. They'll 
tell you about the Old Man, who you'll 
find in the tavern. Drink him under 
the table, then leave town to meet 
the Mysterious Warrior, who'll get you 
inside the encampment. 


<A PROTIP: Check your charisma 
level when you level up-it deter- 
mines the level of intimacy you 
can achieve. When it increases, 
It's time for another date and a 
little forging. 


ELEMENT] POWER 44 
seco || 

EVADE RATE | 
ACCESSORY War Glove. 
CHARISMA 


БРЕС 
ELEMENTAL BEAST, 


PROTIP: First give the girl a present, then take her on a date. 
As soon as her mood and intimacy level go up, rush to the © 
nearest Smithy and do some heavy-duty weapon forging. 


WIN A TRIP TO MEET 0. 
TONV HRUJK! десей 


for a Chance 


a 


An official Tony 

Hawk's Pro Skater 
strategy guide by 

„ Brady Games 

4 (100 available) 


For Details 

on How to Enter, 
Call 

ай | 1-800-477-3650. 


Sys 


AY HAWKS 


PRO-SHATER 


Parent or Guardian Signature if Under 18 


1 


PlayStation 


State 


Email 


No purchase necessary. Open to residents of the US and Canada. Contest participants must be at least 18 years of age or have written permission of a parent 
or guardian. Void where prohibited. Enter by calling 1-800-477-3650 and following the recorded instructions. Entries must be received by January 31, 2000. 
One entry per household. For official rules send a self-addressed stamped envelope to: Tony Hawk's Pro Skater Sweepstakes, c/o Activision, 3100 Ocean Park 
Blvd., Santa Monica, СА 90405. Grand Prize winners must sign an affidavit of eligibility and a liability/publicity release which must returned within 48 hours 
of verification of prize. In the event of noncompliance with this time period, an alternate winner will be selected. Activision is a registered trademark and Tony 
Hawk's Pro Skater and Pro Skater are trademarks of Activision, Inc. © 1999 Activision, Inc. Tony Hawk is a trademark of Tony Hawk. Licensed by Sony 
Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc. Licensed by Nintendo. Nintendo, Nintendo 64 and the "N" logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America 
Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. All other trademarks and trade names are properties 
of their respective owners. 
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Grandia 


Better Late Than 


Grandia is an old-school RPG from 

Game Arts (the developer of the ён 
Lunar series) that was originally 

slated to be released in the U.S. 

for the Saturn system. Now those 

who have been waiting for the 
much-hyped but never-seen saga 

will have the opportunity to play it 

on their PlayStations with little ог 

no changes made to the original. 


A. Jl 


RS REALM | 
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THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


Never 


TIN 8/4 SUE. 22, FEENA, 
Bip erp 4 i*inp 5% 


~ сонво 


In Grandia, you'll play as Justin, a 15-year-old boy who's not only trying 
to uncover what happened to the ancient Icarian society and its mythical 
city of Angelou, but is also attempting to prevent the evil General Baal from 
awakening that lost civilization’s deadly secret. With your friend Sue and her 
sidekick Puffy (who is also Sue’s main weapon), you'll explore ancient ruins, 
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ghost ships, and faraway 
lands in search of the truth. 
Other characters will join 
the party along the way, 
bringing their special skills 
and personalities to aid in 
your various missions. 


Биші ші г 


Game Arts delivers a solid 


BY E. COLI 
m Developed by Game Arts 


m Published by Sony Computer 
Entertainment America 


m Target release date: October 


PLAYSTATION 


RPG with Grandia, which was originally slated for the 
Saturn-but the PlayStation version does show the game's age. 


Isn’€ Е Grand? 


Grandia’s story line is rich and 

expansive, promising 70-plus 

hours of immersive gameplay. 

During your quest, you'll battle 

over 200 enemies, including 

some hard-to-beat bosses, and 

collect hundreds of items. 

There are over 80 spells and attack techniques to 
learn that become more powerful the more you 
use them. The games real-time battles can be quite 
challenging, but are made easier by the intuitive 
weapons and magic menu. 

In the preview version, the graphics were 
colorful if a little old-fashioned; plus, every town 
and dungeon had a unique look and feel. Grandia's 
dialogue is mostly text-based except during crucial 
scenes (the voice-overs are hysterically funny at 
times). On the control side, Grandia utilizes the 
analog stick, and its camera is fully adjustable —but 
it can cause you to become disoriented. Fans of old- 
fashioned RPGs such as Lunar should definitely check 
out Grandia when it hits stores later this year. 
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и Developed and published by Square Soft 


m Target release date: First Quarter 2000 
A SQUARE COMBO 


Ever wonder what kind of game you'd get if you combined Parasite Eve, 
Metal Gear Solid, and Resident Evil? Well, stand by for Vagrant Story from 
Square Soft. Two of the creators of Final Fantasy Tactics—producer Yasumi 
Matsuno and character designer Akihiko Yoshida—have reunited to bring 
you this fully polygonal, 3D action/RPG that takes you to medieval Europe 
for some serious puzzle-solving and intense hack-n-slash combat. 


НР *100 МР 100%100 


RISK I 


PLAYSTATION 


5 


Armor yourself, hone your blade, and prepare for battle! Vagrant Story sets be- 
fore you a path paved with danger...and mystery. 


R-ARMMAVERAC 
LARMA DYING 
| недок GOOD 

NECKNEXCEULÎ 


VAGRANT ACTION 


In typical Square Soft fashion, Vagrant's story line is deep and complex. 
Ashley Riot, the hero, is a special policeman in the land of Valendia try- 
ing to track down Sydney Lassarot, an evil doomsaying fanatic with super- 
natural powers. Ashley's battle against Lassarot's minions takes him _ 
through a vast world of cities, forests, and dungeons. | 

The game will feature some cool takes оп traditional RPG features. 
For example, there are no experience points, so Ashley doesn't "level 
up,’ but his weapons and armor skills become more powerful as you 
use them in battle. There's also a slick weapons system that enables 
you to combine three basic elements found in every weapon to create 
new armaments. 54 

Vagrant's combat style is very similar to Parasite Eve's, featuring a 
combination of real-time moves with turn-based, menu-driven attacks 
and enemies with weak spots that you'll have to find for victory. If 
you're going up against ЛЕР T HEX 
an agile opponent, for pu : и 
instance, you would 4 1 
target their legs. 


INTELLIGENT 98 98 
AGILITY 38 38 


Vagrant's focus will be on puzzles as much 
as on combat, so exploration and strategy 
will be just as important as the destruction 
of your enemies. 

Square Soft says that the game has only 
one ending and one path to get there, but 
if you take the time to explore all of the 

game's areas, you'll spend 
over 40 hours completing 
the adventure. With its 
stunning detailed graphics, 
tight story line, unique 
combat system, and brain- 
spraining puzzles, Vagrant 
Story is shaping up to be 
a topnotch challenge for 
RPG gamers. 


кисели хе 
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LET THE EVOLUTION 


р СӨЗІ 
“Ubi Soft 


ENTERTAINMENT |g 


BEGIN. 


"EVOLLITION IS Om 
SHINING EXAMPLE OF CAA 


DREAMCAST’S POWER.” 


-NEGADREAMCANST. NET 


Set 


TA MAG LAUNCHER IN HIS BATTLE 
AGAINNT THE 8TH EMPIRE & DISCOVER 
THE MYSTERIES OF ANCIENT PANNAMN AND 
*CY FRAME" TECHNDLOGY. REVOLLITIONARY 


3D GRAPHICS AND LIGHTENING QUICK 


ANIMATIONS AND COMBAT DEMONSTRATE 


THE—POWER--OF--THE--SEGA- DREAMCAST™. 


EVOLUTION, THE FIRST RPG FOR THE SEGA 
DREAMCANXT'", TAKEN THE GENRE INTO THE 


NEXT, NEXT GENERATION. 


ASTRONAUT LUNATIC 


KILLER COMPETITION - 
Better hold on tight. It’s throttle pinning, 
dirt slingin’, handlebar-to-handlebar racing. 


indo of America Inc. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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TITLE HOUNDING - 


Take on the best riders and tracks for the 
coveted EA SPORTS Series Championship. 
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AERIAL ASSAULT - со | 
Throw sick mid-race tricks. Or get insane ОБЕ“ 


air as you lake to the skies т Freestyle mode. 
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PlayStation 


Y GUIDE 


This is it—the end of your quest! In this 
ProStrategy Guide, we take you to the 
end of Final Fantasy VIII, helping you 
emerge victorious from the final show- 
down with Ultimecia! 


By Major Mike 
(Special thanks to Prince Paul and J.H.) 


KEY AREAS IN THIS GUIDE: 


(1) Galbadia Crater (10) Deling City (19) Island Closest to Heaven (28) Chocobo Basics Forest 
(2) Dollet City (11) Fishermans Horizon (20) Island Closest to Hell (29) Chocobo Roaming Forest 
(3) Shumi Village (12) Eshtar Sorceress Memorial (21) Great Salt Lake (30) Chocobo Holy Forest 

(4) Edea’s House (13) Tears’ Point (22) Balamb City (31) Card Queen 

(5) Timber (14) Deep Sea Research Center (23) Balamb Crater (32) Kashkabald Desert 

(6) Obel Lake (15) Lunatic Pandora Laboratory (24) Chocobo Forest of Fun (33) Serengetti Plains Portal 
(7) Winhill (16) Lunar Gate (25) Chocobo Fortress of Solitude (34) Wilburn Hill Portal 

(8) White SeeD Ship (17) Trabia Garden (26) Chocobo Enclosed Forest (35) Grandidi Forest Portal 


(9) Cactuar Island (18) Heath Peninsula (27) Chocobo Beginner's Forest (36) Eshtar City 


DIP YOU REMEMBER TO... 


On Disc I: 


... get the Quezacotl and Shiva GFs from the 
study panel in Balamb Garden? 

... defeat the Ifrit GF in the Fire Cavern? 

+++ draw the Siren GF from Elvoret on top of the 
Communication Tower in Dollet City? 

... get the April issue of Weapons Monthly off 
Squall's desk? 

... get the Magical Lamp from Cid after becoming 
a certified SeeD member? 

... get Pet Pals Volume | during the train ride 
from Balamb City to Timber? 

+.. collect Pet Pals Volume 2 from Rinoa's room 
before the mission to kidnap President Deling? 

... get the Brothers GF from the Tomb of the 
Unknown King? 

„. collect the May issue of Weapons Monthly from 
the sewer in Deling City? 

.. draw the Carbuncle GF from Iguion before 
your first battle with Seifer and Sorceress 
Edea? 


ON Disc 2: 


.. collect Combat King 001 from Floor 01 of the 
Desert Prison? 
.. draw the Leviathan GF from NORG at Balamb 
Garden? 
-.. draw the Pandemona GF from Fujin during the 
fight in Balamb City? 
.. get the Odin card from the Centra Ruins? 
.. defeat the Tonberry King in order to collect 
the Tonberry GF at the Centra Ruins? 
.. defeat the Cerberus GF in Galbadia Garden? 
+. draw Alexander from Sorceress Edea when you 
fought her at the end of disc 2? 
... take the SeeD written tests so you can make 
more Gil? 
(If you want to raise your SeeD rank and make more money, 
please see the section “Pssst! Want the Answers?" at the end 
of this ProStrategy Guide.) 


BALAMB GARDEN 


TAKE CARE 
OF YOUR GFs 


At the outset, make the necessary 
adjustments so your GFs learn these 
abilities (if they haven't already): 

+ Pandemona: Initiative 

+ Alexander: High Mag-RE 

+ Tonberry: Call Shop 

+ Cerberus: Alert 

+ Shiva: Doom 

+ Carbuncle: Counter 

+ Leviathan: Supt Mag-RF 

+ Quezacotl: Card Mod 

CARD CLUB 


Card collectors can now challenge 
members of Balamb Garden's Card 
Club and obtain rare cards. These 
card players appear at random in 

certain locations, and you can only 
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Jack can be located walking near the 


challenge some members after oth- DIAMOND 


ers have been defeated. 


board in the Hall. 
board in the Hall. HEART 


CLUB Xu 


"Shall ue begin?” 
Yes 

- 
№ 


Card Knight Club can be found near 
the Parking Garage. 


SPADE 


Card Knight Spade is standing with a 
friend by the 2F elevator. 


Card Princess Diamond is actually. 
two girls who can be found by the 


Card Queen Heart is on the 3F 
decl; she has the Carbuncle card. 


"Do you need anything? 
You'll have to pay. of course.” 


Card Magician Joker can be found in 
the Training Center. If you can beat 
him, he'll let you access the GF 


Report in the Information menu of 
the Tutorial. Joker has the Leviathan 
card. 


Card Knight King appears only after 
you've defeated all the Card Club 
members. Go to the Infirmary and 
talk to Dr. Kadowaki, then return to 
your dorm room and tell any col- 
leagues traveling with you that you'd 
like to be alone. Get some rest, and 
when you awaken, you'll take on 
Card Knight King. King possesses 
the Gilgamesh card. 


415] 


Visit Rinoa in the Infirmary to get 
the story rolling again. 
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BALAMB 
GARDEN 


Оп your way to the bridge, stop at 
the Training Center and collect the 


it} WC E 
Go to Edea’s House and talk to Cid 
and Edea. You can win Edea's card 
from Edea and Seifer's card from Cid 
(if you didn’t win it earlier). Edea 
gives you the Sorceress's Letter that 
lets you board the White SeeD Ship. 
You can also find an issue of Timber 
Maniacs on the floor in one of the 
rooms in the house. 


More Carps 
Here are some quick side-quests for 
you card collectors. 


Go to Deling City, ask General 
Caraway about the cards, and then 
challenge him to a game. You can 
Win Rinoa's card from him, but you 
must deliberately lose the Ifrit card 
to him first. After you win Rinoa's 
card, ask the general about the 
cards, then leave 
Deling City. 


Head to Fishermans Horizon. When 
you arrive, go to Mayor Dobe's house 
and challenge Martine to a card game 
(he's sitting outside and to the right 
of the house). Reclaim your Ifrit card. 
Go to the house across from the 
train station and talk to the Grease 
Monkey. You can also upgrade your 


weapons while in Fishermans Horizon. 


Attention, card collectors: You can 
win the Pandemona card from the 
man in front of the Balamb Hotel in 
Balamb City. 


SHUM I VIL 


Go north to Shumi Village. Visit the 
Sculptor's house, talk to the Sculp- 

tor, and talk to the Elder's Attendant. 
Go to the Elder's house, talk to the 
Elder, and follow his instructions. Re- 
turn to the Sculptor's house, check 

on the statue, then go back and talk 

to the Elder. Leave Shumi Village. 


Е ОЛЕ Поа 
еи) 


Back to the story: Visit Edea's house, 
talk to her, then go northwest and 


find the White SeeD Ship. Board the 
ship and read the copy of Timber 
Maniacs located on the upper deck. 
Talk to Zone, talk to the White 
SeeD, and then talk to Zone again. 
Give him the Girl Next Door maga- 
zine for free. In return, he'll give you 
Shiva's card. You can also win Angelo's 
card from Watts (if you missed the 
opportunity earlier). 


Talk to the White SeeD leader on 
the lower deck. 


Go to Trabia Garden. Talk to the 
students rebuilding the garden until 
you find the one holding the trea- 
sure map. Go to the fountain. From 
the gargoyle statue, take exactly five 
steps to the south and search the 
ground. You should find the August. 
issue of Weapons Monthly. If you 
have trouble finding it, look in the 
foreground off to the right a little bit. 
CHocoBo FonEST 


CAR 


Here's yet another quest you can 

take to find a rare card. To claim the 
Chicobo card, you must visit and win 
a game at each of the Chocobo for- 
ests described on the following page. 
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Go to the Chocobo forest (The Be- 
ginner’s Forest) near Shumi Village 
(Winters Island) and catch your first 
Chocobo, Boko. After you catch 

Boko, use the ChocoSonar to locate 
buried stones. When you find them, 
have Boko dig them up. 


Selphie 1081 
Squall 2500 


Quistis 1333 


One thing about Boko: He can at- 
tack your enemies during a battle — 
just throw a Gysahl green, which you 
can purchase from the Chocobo Kid, 
at your enemy to make Boko attack. 


Visit all the other Chocobo forests 
and catch a Chocobo in each. Re- 
member to have your Chocobo dig 
up magic stones after you catch him. 
Here are the five other Chocobo 
forest locations: 
¢ Forest of Fun: The Lenown 
Plains in Centra 
+ Fortress of Solitude: Nectar 
Peninsula in Centra 
+ The Enclosed Forest: The Talle 
Mountains in Eshtar 
The Roaming Forest: The Bika 
Snowfield in Trabia 
The Basics Forest: The Sorbald 
Snowfield in Trabia 


Once you've won the game in all six 
forests and collected one of each 

item that the captured Chocobos 
dug up for you, go to the Chocobo 
forest at Bika Snowfield and ride the 
Chocobo to Grandidi Forest (you'll 
cross shallow waters). Enter the 

Chocobo Holy Forest, watch the 

Chocobos dance, and then talk to 
the little Chocobo that drops from 


The Chicobo card is all yours. 
PREPARING FOR ESHTAR 


You can find a valuable GF in the 
Eshtar region, but only if you’ve 
acquired some important items. 
Here's what you need: 


Go into your Item menu and use 

Alexander's Med LV Up GF ability to 
refine 10 Remedy potions into one 
Remedy Plus. You'll need a total of 
six Remedy Pluses. 


> Quietis 5172 
Squall 6602 ~ 


Also be sure to acquire six Steel Pipes, 
which you can steal from Wendigos 
that inhabit the woods around Obel 
Lake in the Timber region. You should 
also encounter Fungar in this агеа— 
be sure to draw at least |00 Con- 
fuse spells from them. Also draw 
100 Berserk spells from Wendigos. 
Don't leave until you've acquired 
these spells— trust us. 

BALAMB CiTY 


Sa x» 


b 
City, and then talk to the girl you see 
when you first enter the city. (If she 
doesn't appear initially, exit, then re- 
enter the city.) If she says something 
to Zell about a girl with a pigtail, go 
to Zell's house, talk to his mom, and 
then check in at the Balamb Hotel. 


va 


EEE CI 
In the morning, you'll get Combat 
King 003. Read it, and Zell learns 
Meteor Barret, another Limit Break. 


BALAMB GARDEN 


RUM. 


On with the story: Go to the Infir- 
mary, and you'll automatically go to 
Fishermans Horizon. 


FISHERMANS HORIZON 


You can now travel to Eshtar via the 
Seaside Station at Fishermans Hori- 
zon. Edea joins your party as a play- 
able character. 


GREAT SALT LAKE 


When you enter the Great Salt 
Lake, go right, then climb up the 
dinosaur's skull and across its back 
to reach a Draw Point. You can also 
take the "bone bridge" to the other 
side of the path, which leads to 
another Draw Point. 
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LU EE CST. 


Once you're past the long stretch, = 2 
Fiddle with the control panels until 


go right at the fork in the road where 
you can find a Save Point. From the the word "Unlocked" appears at the 


SetPoint: Walk t9 the diers, talk to the Moomba and your ХОР of the screen, then head back 
‘co-worker, then walk to the eleva- downstairs. Once you're at the bot- 

“tor. When Ward and Kiros arrive, tom, go through the door at the end 

| give them СБ, and then waste the of the hall. 

| Eshtar guards. After the fight, take , 

the elevator up. At the top, go past 

the men who are talking and exit 

the building. Once you're outside, 

use the Save Point, and then return 


ABADON 


yt ris 
e key to defeating Abadon is read? 54 


ing his stances. First, cast Сегђегш Once you're in the building, get the 
When Abadon is hunched over, use first issue of Weapons Monthly and 
GF attack spells on him. When Aba таке (һе е/еуасог o DAC you 
don stands uprigh feiss) get off, you battle more Eshtar guards. 
on him (especially high-powered After the fight, take the elevator back 
ones). Abadon likes to cast Confuse Ш 

and Silence. Dr. ODINE’s 
HOLE IN THE SKY à 


a OM 


When you're done with Abadon, | Ехатіпе УНАА НЕНИН КТЕН 
search the flashing signals that appeai the hall, then sit down. Go through 
in the sky. Go through the hole that сће door that's straight ahead and 

appears 3 battle more Eshtar soldiers. After 


MYSTERY BUILDING the battle, look through the blue 
7 window that's facing you. 
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Head to the shopping mall (make 
sure that Tonberry has learned Fami- 
liar and Haggle by this point) and 
check out Rinrin's Pet Shop. Buy Pet 
Pals Volume 5 and Volume 6, and 
also purchase Combat King 004 and 
005 (so Zell can learn Aerial Finish 
and Super Dash, respectively) from 
Karen's Book Store. Johnny's Store 
is closed, but visit it repeatedly until 
it opens. 


"Would you Ike 


Take an air car to the city entrance, 
and then take the elevator out of 
the city. 


EsHTAR's SOLLET 
MOUNTAINS 


Junction your character ability with 
Initiative (Pandemona or Tonberry) 
and Mug (Diablos), and Junction your 
command ability to Treatment (Siren) 
and Magic (any GF). Max out your 
status defense against Confuse and 
Berserk. Once you're outside Eshtar 
City, walk around until you encoun- 
ter a Malboro. You'll want to defeat 
nine of these things because they 
yield valuable Malboro Tentacles. Be 
careful, though—Malboros cast Bad 
Breath—a fun mixture of Confuse, 
Sleep, Silence, Berserk, Poison...you 
get the idea. 
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Pa mcd 
When you encounter a Malboro, cast 
Meltdown on it, then use Treatment 
to cure the other party members. 


In addition to the Bad Breath, the 
Malboro will nail you with Dissolving 
Acid, which hits one party member 
for moderate damage, and Eerie 
Sound Wave, which hurts everyone. 
Shiva is your most effective GF here. 


TEARS’ POINT 


From Eshtar City, travel southwest 
across the Great Plains until you 
reach Tears' Point on the Abadan 


Go to the base of the statue, use 
the Draw Point, and then get 
Solomons Ring. Enter your item 
inventory and use the ring; when 
you do, a new GF, Doomtrain, is at 
your service. You can acquire 
Doomtrain only if you have six Steel 
Pipes, six Remedy Pluses, and six 
Malboro Tentacles (clever, huh?). 


Doomtrain is a wonderful GF: Its 
Runaway Train offense casts Confuse, 
Poison, Berserk, and other nasty and 
lasting ailments on all enemies. Doom- 
train is an essential tool for incapaci- 
tating enemies so you can then draw 
their spells. 


LuNAR GATE 


Go to Lunar Gate, located north of 
Tears' Point. Enter the base, let Zell 
be Edea's escort, and then choose 
another person for your party. After 
the rocket fires, return to Eshtar City. 


ESHTAR CiTY 


Go to Odine' Laboratory and chal- 
lenge him to a game of cards—the 
doctor has Ward's card. 


“Ша... 


"It's been а long time since I last вам | 
Lunatic Pandora.” 


You'll have three opportunities to 

board Lunatic Pandora: 

1. Center of the city: Pandora arrives 
five to eight minutes after it enters 
the city (15:00 to 12:00 remaining 
on your timer). 
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2. Unknown (believes it is where the 
two skyscrapers cross): Pandora 
arrives 10 to 15 minutes after it 
enters the city (10:00 to 5:00 re- 
maining on your timer). 


3. North of the shopping mall: Pan- 
dora arrives 17 minutes after it 
enters the city (3:00 to 0:00 re- 
maining on your timer). 

Let's go to the first contact point. 


Exit Odine's Laboratory and go right 
at the fork in the road. 


and "Right Side" markers in the 
background. 


At the screen with the saucer trans- 
poration port, go up. 


Go left and up the stairs; at the top, 
go left again. 


26770906 


ШАТ sng. 
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At the screen with the car and two 
Eshtar guards, stop and wait. Pan- 
dora should arrive in a few minutes. 


When Pandora arrives, a door opens 
on its side. Fight the two Galbadia 
guards (don't use GFs; they just 
waste time), then board the craft. 


Once you're inside Pandora, go up 
the stairs, then take the center ele- 
vator (marked “02”). Go down the 
tube, then turn left. Proceed down 
the corridor until you reach the red 
elevator door with "03" on it—but 
don't take that elevator. 


Instead, go down the stairs located 
to the southeast of the elevator. 
Climb down the ladder that leads 
to a Draw Point. From the ladder, 
20 left and to the two open doors 
against the north wall—one has a 
Draw Point, the other a valuable 
item. You can also find Combat King 
005 down the hallway and to the left 
and another Draw Point at the end 
of the hall. 
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ZELL’s LIMIT BREAKS 


Now that you’ve obtained Com- 
bat King 005, Zell can learn all his 
Limit Break attacks. Here's a recap: 


| Punch Rash: Tap O, X 
Booya: Tap >, € 
Heel Drop: Тар f, У 
Mach Kick: Тар =, €, О 
Dolphin Blow: Тар LI, RI, LI, RI 
Meteor Strike: Тар V, О, ^, O 
Burning Rave: Тар V, V, V, у, О | 


Meteor Barret: Тар Т, X, $, A, O | 
Tap A, D, x, O, № 


My Final Heaven: Тар ^, >, ¥, €, Д | 


Different Beat: 


If you think this area in Pandora 
looks familiar, you're right—it's the 
Centra Excavation Site that Laguna 
explored in our ProStrategy Guide 
last month. 


ND. V 
If you didn't set all the traps we out- 
lined, you won't have access to the 
items and Draw Points listed here. 


Return to the ladder and climb to 
the top. Enter the elevator with the 
red door marked “03.” 


When you exit the elevator, go left 
and enter the elevator marked “01.” 
Get off that elevator, use the Draw 
Point to the left, and then proceed 
down the corridor past the Save 
Point. Proceed straight at the fork in 
the road. 


LUNAR BASE 


Take Rinoa to the Medical Room. 
After placing her in the chamber, go 
to the control room, examine the 
control panel to the right, and then 
talk to Piet (who also has Alexander's 
card). 


Head upstairs and challenge Ellone 
to a card game. If you win, Laguna’s 
card is all yours. (Non-card players, 
take note: You may want to try to 
win Laguna's card anyway—it comes 
in handy later on.) Talk to Ellone. 


3 


After Rinoa leaves the control room, 
examine the panel that you saw ear- 
lier. Head upstairs, get a spacesuit 
out of the locker, and follow Rinoa 
into the airlock. After your brief 
space flight, return to the control 


room and talk to everyone. Follow 
Ellone to the escape pod. 


To rescue Rinoa, simply keep her in 
view as she drifts toward you. 


Once you're onboard Ragnarok, split 
your GFs evenly between Squall and 
Rinoa and Junction Sirens command 
ability Treatment. Set both of your 
characters with a resistance to Silence 
and give Rinoa plenty of HP—she's 
been out of the game for a while. 


To successfully make it through Rag- 
narok, you must defeat eight aliens; 
however, you must defeat them in 
pairs of the same color. Propagators 
are easy to defeat: Cast Doomtrain 
to petrify them, draw their spells, 
and then dispose of them. Unlike 
other monsters, Propagators' corpses 
remain after they've been defeated. 


At the bottom of the stairs is a purple 
Propagator. Defeat it and go through 
the big door in the background. 
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Don't fight the red Propagator that 
comes toward you; instead, run 
through the door that's ahead and 
to the left. Defeat the other purple 
Propagator. 


Now return to the red Propagator 
and defeat it. 


Re-enter the room where you de- 
feated the first purple Propagator 
and go up the staircase. Defeat the 


Go back downstairs and through the 
small door to the right against the 
wall in the background. 


Defeat the green Propagator, then 
return to the room where you fought 
the second purple Propagator. 
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Enter the room to the left and defeat 


the second green Propagator. 


Go through the door to the left, 
defeat the yellow Propagator, and 
then examine the control panel in 
the background. 


Return to the room where you de- 
feated the second green Propagator 
and head south, Go to the airlock 

where you originally entered Rag- 
narok and defeat the final (yellow) 
Propagator. 


Go back to the room where you 

defeated the second green Propaga- 
tor and take the elevator up to the 
flight deck. 


BACK ON THE GROUND 


From now on all enemies in the 
Eshtar area are much tougher than 
before. But there's a bright side—you 
now have Ragnarok at your disposal, 
and you can use it to fly to previ- 
ously inaccessible areas. Ragnarok 
also has an auto-pilot feature: Press 
Select at any time during flight to 
bring up the big map, then highlight 
any town on the map and press Х. 


CACTUAR ISLAND 


Before you get Rinoa, detour south 
and stop at Cactuar Island. When 
you land, you'll notice a small green 
thing that randomly pops out of the 
sand—jJumbo Cactuar. To fight Jumbo, 
stand still and wait for him to pop up. 


JUMBO 
CACTUAR 


Jumbo Cactuar has three attacks: 
Ker Plunk, which damages all party 
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members; a foot stomp, delivered to 
a single member; and 10,000 Needles, 
which instantly kills a single party 
member. Leviathan and Shiva inflict 
the most damage on Jumbo, and 
Water magic is also very effective — 
especially when cast as a double or 
triple. 


JR Quezacod 
Shiva. 
Siren 
| Pandemona. 


Be prepared for a long fight against 
Jumbo. When a message flashes say- 
ing, "Jumbo Cactuar is hesitating,” 
the end is near. If you take too long 
to defeat him, however, Jumbo will 
run away and you'll have to fight him 
all over again. Defeat Jumbo and you 
get a new GF—Cactuar. 
CACTUAR 


Cactuar attacks with 1000 Needles, 
which inflicts massive damage on all 
enemies during a fight. He also has 
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the command ability Kamikaze, which 
enables one party member to ram 
an enemy for massive damage. One 
drawback, though—any party mem- 
ber who uses Kamikaze can't be re- 
vived and has to sit out the rest of 
that fight. 


UFO 
SIGHTINGS 


Card collectors have probably noticed 
a glaring gap on the level 5 page be- 
tween the Chimera and Elastoid cards. 
To find this missing card, you must do 
a little UFO hunting. 


Junction 


No encounters | 


шысы КҮТТІ 


О gehe 


» SHP+20% 


There аге four locations where you 
can spot a UFO. Junction Diablos’ 
party ability Enc-None, then go to 
the areas within each location and 
walk around until you see a UFO. 


You must see the UFOs at all four 
locations listed below: 


Mandy Beach 
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Winhill Bluffs 


Kashkabald Desert 


After the fourth UFO sighting, go to 
the rocky ledge above the Chocobo 
Holy Forest at Grandidi Forest. Walk 
around, and you should encounter 
UFO. UFO is easy to beat —one GF 
attack should do the trick. 


gr Elixir 


Теп 1994/4848 
|| Megalixir 


Squall 3710/5113 


After defeating UFO, get five Elixirs, 
and then travel to Balamb Crater. At 
the crater, confront PuPu, a small blue 
alien. Instead of fighting PuPu, give 
him five Elixirs from your inventory; 
you'll be rewarded with his card. 


ESHTAR SORCERESS 
MEMORIAL 


Its time to get Rinoa. Go to the Great 
Plains of Eshtar and enter the Eshtar 
Sorceress Memorial. 


DEEP SEA 
RESEARCH CENTER 


ү; РТО eru 
Time for a new GF. The Deep Sea 
Research Center is southwest of 
Edea's House (right at the edge of 
the map screen). When you find the 
center, land Ragnarok on it, Junction 
your characters so they have a high 
resistance to Fire attacks, and then 
go inside. 


Here's the trick: Approach the blue 
core when the white light isn't spin- 
ning; if you're moving, you'll go into 
a fight (don't Junction Diablos' Enc- 
Мопе —іс won't work here). 


Once you reach the center, select 
"It's not our will to fight,” which is 
also the only option, to start a fight 
with Ruby Dragon (the same mon- 
ster that Laguna took on earlier). 


To defeat Ruby Dragon, cast Cer- 
berus on your party and summon 
Doomtrain. While Ruby is incapaci- 
tated from Doomtrain's wild ride, 
draw some spells from it. Diablos is 
your best offensive weapon against 
Ruby. Don't underestimate Ruby, 
though—it can cast Meteor. At the 
next question, answer "Never" to 
fight another Ruby Dragon. 


to, fight?" 
le thing 


“Damned imbeciles. Why'd 
For the sake of pri 
None of your business 


т 


The next question has two answers 
that you can see. However, there's a 
third invisible one ("It's our nature") 
under the second answer, "None of 
your business.” Select it. 


Cast Doomtrain on Bahamut, but 
draw Full-life from him whenever 
you get the chance. Alexander, Shiva, 
and Cactuar are your star GFs to 
use against Bahamut. After the battle, 
Bahamut joins your GF collection 
and you get the Bahamut card. 


Following the battle, you'll discover 
a hole that leads to the passage 
below— don't take it quite yet. 
Instead, return to Ragnarok and 
head for shore. 
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THE QUEEN OF CARDS 
Note: Before you embark on this long and 
frustrating quest, check out the section on 
the Card Queen near the end of this Pro- 
Strategy Guide. 


| Queen. 
“I am the Queen of Cards. Т travel 
all over the world to monitor and 
enforce the Various card rules,” 


You're probably wondering about the 
cards for Kiros, Irvine, and others. 
You can net these cards by playing the 
Queen of Cards, who can be found 
on the steps of the train station in 
Balamb City (from this angle, she looks 
strangely similar to a certain tragic 
figure from Final Fantasy VII). 


| region is getting boring 
| I'm going to head toward Dalle; 


Challenge the Queen to a game and 
lose a level 8 (or higher) card to her. 
Ask her where she’s going next, then 
go to that location and challenge her 
to another game. Win back your lost 
card (or lose another Level 8 or high- 
er card) and ask her where she’s 
going next, 
Here are her playing locations: 
+ “Going to head toward Centra”: 
The hotel in Winhill Village 
+ "Going to head toward FH”: 
By the Save and Draw Points at 
Fishermans Horizon 
+ "Going to head toward Eshtar": 
Eshtar City (right by the lift at the 
Presidential Palace Hall) 
+ "Going to head toward Galbadia”: 
Galbadia Hotel in Deling City 


+ “Going somewhere far away": 
The concourse at Lunar Gate 

+ “Going to head toward Balamb": 
Outside the train station in 
Balamb City 

+ “Going to head toward Trabia”: 
The Hotel at Shumi Village 

+ “Going to travel to a new region": 
Any of the above locations 
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Queen to Dollet (she's on the sec- 
ond floor of the pub where you 
acquired the Siren card). When you 
find her at Dollet, ask about her 
artist father, and she'll tell you what 
card she'd like to have from your 
collection. Deliberately lose the card 
that she wants, and when you follow 
her back to Dollet, she will tell you 
what happened to the card that you 
lost— but she will tell you only in 
Dollet (meaning you may have to 
play her in several places first). 


Here are the cards that the Card 
Queen is after and the cards that 
were made from them: 


+ MiniMog card: Kiros 

* Chicobo card: Chubby Chocobo 
+ Alexander card: Doomtrain 

+ Sacred card: Irvine 


+ Doomtrain card: Phoenix 


You can win MiniMog, Chicobo, 
Alexander, Sacred, and Doomtrain 
from the Card Queen’s son, who 
can be found in Dollet. As for the 
new cards that are now available for 
you to win, they can be found in the 
following places—but you cannot 
win these new cards until the Card 
Queen reveals their locations when 
telling the story of the lost card. 


Basically, you have to follow the Card 


black by the Shopping 
Arcade bus stop in Deling City. 


The guy sitting on the bench across 
from the library in Balamb Garden. 


IRVINE 


Но at Mayor Dobe's house in Fisher- 
mans Horizon. 


DOOMTRAIN 


The bartender at the Aphrora Pub 
in Timber. When you win the Doom- 
train card, you must lose it to the 
Card Queen. When you meet her 
back in Dollet, she'll reveal the loca- 
tion of the last card. 


4 м И ~ 
The guard inside the Eshtar Presi- 
dential Palace. 


MONKEY 
BusiNESS 


If you're willing to put up with some 
abuse in order to net a rare item, 
head off to Obel Lake. 


OBEL LAKE 


T ПУ теле 
аг уос аот 


Search the edge of the lake (stand 
on the small area that looks like an 
island) and hum twice. When the 
Black Shadow appears, keep talking 
to him until he asks you to find his 
friend, Mr. Monkey. Black Shadow's 
hint ("He's in a forest somewhere") 
isn't much help, so here's a hint of 
our own: Try the forest just to the 
west of Dollet (near the train sta- 
tion on the Hasberry Plains). 


DOLLET: 
HASBERRY PLAINS 


- Throw & rock 
Sing 


Walk around the forest until you're 
given two choices (it doesn’t matter 
which you choose — фе monkey 
will insult you and run away). 


OBEL LAKE AND 
STONE LOCATIONS 


4 


‘At the beach in Balamb, 
| something special uashes ashore er times.” 


Return to Obel Lake and talk to the 
Black Shadow until he gives you four 


Оп the quest for the 

Golden Udders, you'll relive 

the great barnyard war, as well 
as going head to head with the 
elite “Bovine Special Forces"... 


There won't be any 
unless Earthworm Jim 
can gather up all his marbles, 

capture the golden udders, 

defeat the secret final boss, 
and assemble the pieces of his 
shattered mind. 


; Hundreds of puzzles to test · 


Jim's... um... 
SUPER INTELLIGENCE! 


AMERICA'S FAVORITE ЕНІЕТНІЛІ 


DRM SUPER-HERI 


I5 BRCK. 


40 of Earthworm Jim's allies and enemies! 


13 weapons including the Groovy Gun, 
the Chicken Gun, Banana-Myte, and 
the good old Hair Flamer! 


B evil bosses to battle including: 
Professor Monkey for a Head, 
Psy-Crow, Bob the Goldfish, and 
Fatty Roswell 


BY GAMERS, FOR GAMERS™ 


9 Interplay Productions. All rights reserved. Game developed by and Software Engine © VIS Interactive plc. All rights reserved. Earthworm Jim and all related characters © Shiny Entertainment, Inc. Earthworm Jim and related 
are trademarks of Shiny Entertainment, Inc. Interplay, the Interplay logo and “By Gamers, For Gamers.” are trademarks of interplay Productions. VIS and the VIS logo are trademarks of VIS Interactive plc. All rights reserved. 
ег copyrights and trademarks are the properties of their respective owners, Nintendo, the Official Seal, Nintendo 64 and the 3-0 “М” logo are trademarks of Nintendo of America, Inc. © 1999 Nintendo of America, Inc. 

tar Games, the Rockstar Games logo, Jack of All Games and the Jack of All Games logo are trademarks of Take-Two Interactive Software, Inc.. © 1999 All rights reserved. 


`РогЕ-РгауЕв’5 REALM 
PROSTRATEGCY: 


useful hints. Below are the four loca- 
tions that you should visit (search 
each location for a special stone with 
words carved on it). 


This long narrow stretch of island 
is located east of Timber and next 
to the railroad bridge that leads to 
Fishermans Horizon and Eshtar. 


This peninsula is located north and 
slightly west of Balamb, across the 
ocean in Trabia. 


This beach is located to the east of 
Balamb City. 


A bird is шега 
Check it out 
Leave it alone 


This plateau is located on the cliffs 
surrounding what used to be Gal- 
badia Garden (south of the former 


garden). When you get there, 
check out the bird warming 

houl d= 
an egg and you sl оша fi 


is А 
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After you find the fourth stone, re- 
turn to the Black Shadow at Obel 
Lake. Throw rocks until one skips 
“many, many times.” 


Go to the forest where you met Mr. 
Monkey for some more verbal abuse. 
Keep throwing rocks at Mr. Monkey 
until he throws a stone with some 
writing on it at you. 


Return to Obel Lake and talk to the 
Black Shadow. 


Go to the Morderd Plains located 
to the north of Eshtar. Search for a 
red-faced rock (ignore the advice 
given by the other stones). When 
you find the red-faced rock, c to Level 3. 


you to move in a certain direction — 
but you should go in the opposite 
direction. You'll eventually find Three 
Stars—a useful item that grants а 
GF a new ability. 


DEEP SEA 
RESEARCH CENTER 


iiec] 4 
It's time to get the last GF in the 
game. Put Zell in your party and go 
to the Deep Sea Research Center. 


us 
Once you're inside the lab, descend 
the vine in the middle of the room. 


On the floor below, examine the 
panel to open the door to the sec- 
ond level. Go down the hole and 
follow the sequence below. 


Examine the panel in the background 
and use "2 RSP" to open the door 
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Examine the panel across from the 
stairs and use “| RSP” to open the 
door to Level 4. 


Examine the panel and use “1 RSP” of 
power to open the door to Level 5. 


Examine the panel and use “| RSP” of 
power to open the door and activate 
the lift to Level 6. 


Let Zell take care of the machinery; 
he will open the door to the excava- 
tion site. 


Junction Siren's Move-Find party abil- 
ity and then descend the stairs. Get 
ready to spend some time here— 
its a long way down, and Diablos’ 
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Епс-Мопе party ability doesn't work. 
However, you're going to want to 
fight— several enemies yield valuable 
items that you can use to upgrade 
your weapons. At the bottom of the 
stairs is an Ultima Draw Point and a 
Save Point—use 'em both. 


"10 ОЁ more has been contirmed. 
Continue vith the operation?" 


Junction your party members with 
a resistance to Meteor and Quake. 
Save your game, then examine the 
red control panel across from the 
Save Point. 


ULTIMA 
WEAPON 


Draw Eden from Ultima Weapon to 
get the ball rolling. 


\ 


Ultima has several gravity attacks at 
his disposal, including something that 
you haven't encountered yet—Light 
Pillar, which takes 9999 HP off a sin- 
gle party member. 


Cast Doomtrain and Meltdown on 
Ultima, then cast Aura on yourself 
so you can perform your Limit Break. 
If you've obtained Lion Heart (you 
should have obtained all the neces- 
sary items by now), it should kill 
Ultima Weapon in one round. 
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When you defeat Ultima Weapon, 
you'll get 100 Ultima Stones, Eden's 
Card, and a new GF, Eden. Your GF 
collection is now complete. 

EDEN 


| Use Devour command 


Current EXP 
Next LE 


Eden is the only GF that can inflict 
over 9999 HP of damage on an 
enemy, It also allows a character to 
Junction Devour, a humorous attack 
that allows you to...well, devour an 


enemy and be restored to full health. 


Eden’s slow charge time is its only 
drawback. 

Take the stairs up and pilot Rag- 
narok back to shore. 


Loose ENDS 


Before you visit Lunatic Pandora at 
Tears’ Point, there are a few places 
you should see first. 


SHUMI VILLAGE 
AND FISHERMANS 


lust as Sculptor expected, the Elder's 
Attendant is amazing. Sculptor has 
learned a lot from Attendant already.” 


Е 


Go to Shumi Village and check out 
the statue that you saw earlier. Talk 
to the two sculptors, then have a 
chat with the Elder. 


Grease Monkey 
"Let's see... Oh yeah! Why don't 
you take that Moombe vith ya?’ 


Leave Shumi Village and go to Fisher- 
mans Horizon. Talk to the Grease 
Monkey in the house with the little 
Moomba, then return to.Shumi 
Village. 


Grease Monkey's Voice 
2| "Lheer Yau guys! 
„д Ву don't ya: 


е makin’ оће thin’. 


Visit the Artisan, then check the 
statue. Talk to everyone working on 
the statue, then visit the Elder one 
last time to receive a special item. 


STOCK UP ON 
THE ISLANDS 


PL 5827 


ІН as 


| bra; Death 8, 


There are a couple of locations you 
can visit to stock up on various items 
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and spells. One is the Island Closest 
to Hell, which is the farthest island 
east of Deling City; the other is the 
Island Closest to Heaven, which can 
be found north of Lunar Gate and 
east of Trabia Garden. Both islands 
are populated with tough monsters 
ripe for spell drawing. When you 
meet a monster in battle, cast Doom- 
train to incapacitate it, then draw 
spells and steal items to your heart's 
content. 


ГАО 2) 
Also be sure to visit the Kashkabald 
Desert to collect APs for your GFs, 
okay? Most of your GFs should have 
learned everything by now. 


EpEA's HOUSE 


for your 
It you come here 
1 promises! 


Back to the story: Put Rinoa in your 
party and go to Edea's House. Follow 
Angelo to the field off to the left. Talk 
to Rinoa, then talk to Edea. Leave 
Edea's House and head to Eshtar. 
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Hit the Road! High Speed Chaos! Multiplayer Mayhem! Hardcore Demolition Action! 


Get into 24 Vehicles, from Up to 12 Opponents Battle Deathmatch, Destruction Exploding Cars. 
Stock Cars to Hot Rods to Simultaneously on a Dozen Race, Bomb Tag, and Capture Realistic Damage. 
Ambulances. Arenas and Tracks. the Flag Modes. 


64 


* TH 


Destruction Derby 64 ©1999 Psygnosis Ltd. Developed by Looking Glass Studios. N64 Version Published [yere 1 THO Inc. under license 
from Psygnosis. Destruction Derby, rojeni and the Psygnosis logo are & and ТМ of Psygnosis Ltd. THO and the THQ logo are trademarks of | PSYGNOSIS | 
THQ INC. Nintendo, The Official Seal, Nintendo 64 and the 3-0 "N" Logo are trademarks and registered trademarks of Nintendo of America Inc. 
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EsHTAR CiTY 


Go to Eshtar, visit the Presidential 
Palace and talk to the secretary in 
front of the building. Then talk to 
the president, who also holds 
Squall's card. 


Моне PREPARATIONS 


Weapons Monthly 15215596 376: 
0 ell qunblades (а маг бг aun weapon), the fines 
madel is. the Lionheart, 
Тр requires cere items 10 Бе remodtled ta its 
highest quality, Good [оске 

Теле for remedeling. 

ch paamantine 

le pagoi Fena 

X Pulse Prima. 


$ то serell/ 5. to-go, р Tte sereen 


Make sure each character has up- 
graded to their best weapon (the 
weapons can be found in the first 
issue of Weapons Monthly, which 
you found during Laguna's sequence 
in the Lunatic Pandora Laboratory). 


SHUMI VILLAGE 


One last task to complete before 
you fly to Lunatic Pandora: Return 


to Shumi Village and check on the 
progress of the statue. 


TEARS’ POINT 


When you're ready, head to Tears’ 
Point and fly into Lunatic Pandora. 


LUNATIC PANDORA 


After crashing into Lunatic Pandora, 
select your party and leave Ragnarok. 
When you land, Junction Siren’s 
Treatment command ability. 


Well, look who's in the greeting 

party—our old friends Raijin and 

Fujin (you know). Immediately pull 
a train (Doomtrain, that is) on both 
of 'em. While they're incapacitated, 
draw as many Full-life spells as you 
can hold from Fujin, and then clob- 
ber the duo with GF attacks. 


This pair, however, has learned some 
new tricks—Fujin has some tricks 
up her sleeve, including the ability to 
cast Blind, Slow, and Meteor. Raijin's 
the weaker of the two and falls first. 


After the battle, proceed into Luna- 

tic Pandora. Talk to Biggs and Wedge, 
then use the Save Point located up 

the stairs. 


Go straight down the hallway (to- 
ward the door with “02” on it) and 
take the elevator down. Use the 
Draw Point, then take the elevator 
(the green door with “01” on it). 
Once you get off the elevator, pro- 
ceed down the passage and look for 
a recess to the left. 


м 
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Search inside the recess for a valu- 
able item. Just past the Save Point 
are two passages—take the one 
straight ahead, but before you do, 
have some Thunder spells ready. 


Mobile Type 8 (the same thing that 
kicked Zell and his party out of Pan- 
dora earlier) has three targets — 
Right Probe, Left Probe, and Mobile 
Type 8 itself. Hit Mobile with Melt- 
down and summon Cerberus. Your 
new Eden GF also inflicts а lot of 
damage on Mobile. 


Sure, Mobile’s a machine, and Light- 
ning spells (especially the Quezacotl 
GF) can really mess it up—but when 
Mobile says, "Mobile weaponry attack 
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mode OFF/Support weaponry attack 
mode ОМ) get ready for an attack 
called Corona. Corona drops the 
HP of all party members to | (or 
seriously messes up any GFs charg- 
ing for an attack). After a Corona 
attack, restore your party members 
to full health as soon as possible. 


2 QUIE 4 - 
Also beware of another attack that 
Mobile can execute —Medigo Flame, 
a ground explosion that causes dam- 
age to all party members. Medigo 
Flame also occurs during Mobile's 
"Mobile weaponry attack mode OFF/ 
Support weaponry attack mode ON" 
phase. 


After the battle, you'll receive Laser 
Cannon, which allows Quistis to 

learn a new Limit Break, Homing 
Laser. Go down the hall. 


Seifer's easy to defeat. Start things 
off with Meltdown magic. You can 
draw Aura from Seifer—use this 


opportunity to cast 
it on yourself, so 
you can then 
perform your 

Limit Break. 


Some people go +o places other 


than BLOCKBUSTER? for video game accessories, 
We call phem Dorks, 


The laşes+ controllers, memory cards, and other doo-dads from MERMET. 
1+; all a+ BLOCKBUSTER? Now you know. 


ARE YOU GAME ENOUGH? 


blockbuster.com 


Available at participating st 
BLOCKBUSTER name, design and related marks are trademarks of Block 
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Ever since you got Odin5 card from 
the Centra Ruins, he's given you 
valuable assistance randomly at the 
start of battles. But no more: Gilga- 
mesh, an armed warrior, now takes 
Odin' place, appearing randomly in 
the middle of fights. Gilgamesh has 
four swords he can choose from 
that unleash devastating attacks. 


Remember where you fought Mobile 
Type 8? Climb the ladder to the right 
(you can find a Draw Point on the 
platform above), then walk up the 
steep incline and head to the right. 


“Saul 1 


You have two targets: Adel and 
Rinoa. Forget about using offensive 
GFs—they'll hurt Rinoa (and if she 
dies, it's game over, you heartless 
worm). To make matters worse, 
Adel drains Rinoa's HP, so be sure 
to feed Rinoa a Curaga, or a similar 
spell, after this happens. 


At the start of the fight, cast Regen 
on Rinoa, then cast Protect, and 
summon the Cerberus GF on the 
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whole party. Although it's tempting, 
don't cast Shell оп Rinoa —your 
Cure spells won't be as potent as 
they normally would be. Adel has a 
new attack you haven't been hit with 
called Energy Bomber. When Adel 
performs this attack, he launches a 
fireball that zeroes in on a single 
party member. 


Hit Adel with Flare, which is very 
effective when used as a Triple, but 
be ready to heal your party mem- 
bers after he casts Ultima and 
Meteor. 


Save your game at any Save Point, 
then continue into the next room. 


You consecutively battle several sor- 
ceresses—they're easy to defeat, 
however, with a few powerful GFs, 
especially Cactuar and Doomtrain. 


Finally, a sorceress appears who's 
tougher (and uglier) than the others. 
Cast Meltdown on her, but watch 
out when she waves her hands over 
a character's head—this removes a 


chunk of health and makes a number 
appear at the top of the screen. 


Try to finish off the sorceress before 
the timer counts down to |; if you're 
unsuccessful, she’ll cast Ultima on 
your party. 

THE COASTLINE 


Go through the door and out to the 
coastline (by the lighthouse). 


Walk across the chain until you 
reach three ruined structures to the 
left. These are actually portals that 
lead to different worlds. To enter any 
of the portals, face one and jump 
over it. The portals lead to the fol- 
lowing locations: Eshtar’s Grandidi 
Forest, Centra’s Serengetti Plains, 
and Galbadia’s Wilburn Hill. 


Go through the portal that leads to 
Eshtar's Grandidi Forest. Junction 

Diablos’ Enc-None party ability and 
look for the Chocobo Holy Forest. 
If you won the Chicobo card earlier, 
then you can ride the Chocobo out 
of the forest. 


Check the big map and look for a 

blinking red dot in Eshtar’s Kashka- 
bald Desert—that's Ragnarok. Ride 
the Chocobo to your ship (remem- 
ber, Chocobos can run across shal- 
low water). 


RAGNAROK 


Now that you've regained control of 
Ragnarok, you can stock up on sup- 
plies at the Closest to Heaven and 
Hell islands. You can also play the 
Card Club members who have now 


migrated to Ragnarok. 


Speaking of cards, you can find the 
Card Queen along the shore at 
Eshtar’s Abadan Plains. 


Even if you skipped her card quest 
events completely, you can win those 
cards—Kiros, Irvine, Phoenix, Chubby 
Chocobo, and Doomtrain—right 


here. 
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The most vicious predators in history are back 
from extinction and ready to fight. Battle 
to the death against a Mega Raptor or 13 
other savage dinosaurs. Crush objects and 
feast on edible power-ups in over a dozen 
arenas from The Lost World and Jurassic 
Park. Because when these flesh-ripping 
claws and bonecrushing jaws meet, the 


only instincts that matter are kill and eat. 


=> 


Paystaton |. 


www.warpathgame.com 
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| Dotted line = Accessed from the first floor 
Solid line = Accessed from the second floor 
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UrTiMECIA'S CASTLE 
TWO TEAMS 


{Squall TT 3 
| "We'll divide into tuo parties,” 


Divide your party into two teams: 
the "A" team (Rinoa, Quistis, and 
Selphie) and the "B" team (Squall, 
Irvine, and Zell). Junction Squall, 
Zell, and Irvine, then use a Tent at 
the Save Point so they have close to 
the 9999 HP maximum. Make sure 
that you Junction Cerberus’ Auto- 
Haste character ability. Enter the 
castle. 


When you enter Ultimecia’s Castle, 
all of your abilities (Item, Magic, GF, 
Draw, Command Ability, Limit Break, 
Resurrection, and Save) will be sealed. 
However, you can release any of the 
seals by defeating one of the eight 
bosses lurking inside the castle (for a 
sneak preview of what these bosses 
look like, check your card collec- 
tion). You'll also notice green rings 
in some of the castle rooms. Step 
into one of these rings to switch to 
the other party or to switch party 
members. 


Inyine 2197 ———— 
In the Hall (1), send the “B” team 
up the stairs to fight Sphinxaur. You 
don’t have any magic or GFs, so just 
hack away at Sphinxaur with your 
weapons (don’t forget to use your 
RI trigger here). 
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Нн 
2443031 === 

594219999 — —— 

1ryine3027 => 


After Sphinxaur's head blows off, his 
end is near. Ignore the monsters 
he calls forth via Magic Summon— 
they're just a distraction. When 
Sphinxaur's defeated, activate your 
GF ability. Be sure to Junction Mug 
(Diablos, Bahamut) and Rare Item 
(Bahamut)—you never know what 
you can collect—in addition to 
Move-Find (Siren). If you're in bad 
shape after the battle, you can walk 
outside the castle and use any of 
your abilities. 


From the second floor of the Hall, 
go straight ahead through the dou- 
ble doors. When you try to cross 

the chandelier in the next room, the 
Grand Hall (2), your weight will send 
it crashing to the floor below (3). 

Open the door in the middle of the 
floor (normally it would be rusted 

shut, but the falling chandelier solved. 
that problem) and go below into the 
Wine Cellar (26). Confront Tri-Point, 
who's hovering overhead. 


Cactuar, Doomtrain, and Eden do а 
fair amount of damage to Tri-Point, 
but he has a few attacks of his own 
you should be aware of, including 
Mega Spark, a lightning assault that 
damages all party members. Unlock 
your Magic after the battle. 


Time for a little party switch. When 
you emerge from the Wine Cellar, 
press the switch against the right wall 
of the Grand Hall and change to the 
“A” team. Don’t forget to swap GFs 
with the other party and bring all 
members to maximum health. Take 
your new party across the chandelier 
(2) to the Terrace (4). The third boss, 
Krysta, is waiting for you. 


Selphie. 


Start things off with а Doomtrain 
ride that should leave Krysta some- 
what messed up, then unleash Cac- 
tuar and assorted GF attacks. Look 
out for Krysta's power blast, which 
shaves 3000 HP off any character 
with a single hit, and try to keep 
your characters at maximum health 
throughout the fight; before he ex- 
pires, Krysta will hit you with an 
Ultima attack that can wipe out your 
party if you aren't prepared. After 
you defeat Krysta, unlock the Resur- 
rection command. 


Backtrack to the second floor of the 
Hall (1), and enter the room to the 
right. Take the "A" team down the 
stairs of the Stairway Hall (5) and 
into the Art Gallery (6). Time for a 
little puzzle solving: Look at the four 
paintings on the first floor of the 
gallery, then at the eight paintings 
hanging upstairs. Make a note of what 
each says. Then take a look at the 
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painting hanging on the left wall on 
the first floor and solve the puzzle. 
(Hint: Take a look at the clock on the 
floor from the second-floor balcony.) 
Can't figure it out? The answer's at. 
the bottom of this page. 


Selohio 6552 —— 


Trauma summons Droma, a flying 
pest that attacks with annoying dive- 
bombs. Unleash Cactuar to swat 
away Droma and damage Trauma. 
Don't forget to summon Doomtrain 
to weaken Trauma. Bahamut also 
puts a nice dent in Trauma's armor. 
Release the seal on Limit Break. 


Go to the Stairway Hall || (7), step 
into the green ring and switch to the 
“В” team. Take the party through 
the door under the chandelier that 
leads to the Courtyard (8). Enter 
the Chapel (9) and take the stairs to 
the right (ignore the floating purple 
cloud— we'll get to that later). 


Run across the bridge (10) so that 
the item dangling from it falls. Go 
through the door and into the Clock 
Tower (11). Head up (through 12) 
until you reach the swinging plat- 
form at the top (13). Stand to the 
left side of the screen and jump 
on the swinging platform (press X) 
when it gets close to your party. Go 
through the door on the other side 
and say hello to Tiamat (14), the 
fifth boss. 
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You know the drill: Start with Doom- 
train, then unleash Cactuar and Eden. 
You'll notice some gibberish starting 
with "Da" that appears at the top of 
the screen. Actually, its Tiamat slow- 
ly spelling out “Dark Flare,” a vicious 
attack that inflicts heavy damage on 
all party members. If you keep the 
pressure on him from the start, Tia- 
mat will be able to use Dark Flare 
only once —or not at all (with a lit- 
tle luck). 


BOSS: VYSAGE, RIGHTY 
AND LEFTY; THEN 
GARGANTUA 


When you're done with Tiamat, re- 
lease the seal on Item. After the bat- 
tle, use the moving platform and 
descend the Clock Tower. Use the 
green ring in the Courtyard (8) to 
switch to the “A” team. Take the “A” 
team from (7) and go straight ahead 
and downstairs into the Flood Gate 
Room (15). Get the Armory Key 
from the reservoir to the right, then 
use it to unlock the door behind you. 
Go through the door and into the 
Armory (16) to fight the sixth boss. 


Beating Vysage, Righty, and Lefty is 
easy; cast Doomtrain to prevent them 
from casting anything, then summon 
Cactuar and Diablos to finish them 


off. If Vysage manages to cast Curse 
on you, remove it with an Elixir from 
your Item inventory. 
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So this is what Vysage, Righty, and 
Lefty look like when they’re un- 
earthed—like Gargantua, your next 
adversary! Gargantua attacks with 
Counter Twist (he grabs a party 
member and twists them for moder- 
ate damage). He also casts Evil 
Eye—a spell that inflicts Darkness 
and Silence (among other ailments) 
on all party members (use Esuna as 
а remedy). Take Gargantua for a ride 
on the Doomtrain, then summon 
Cactuar, Alexander, and Eden to bury 
this behemoth for good. Release the 
Save command. 


BOSS: RED GIANT 


ee 


Heal your party members, exit the 
Armory and go back into the Flood 
Gate Room (15). Go through the 
door on the left side of the room 
and into the Prison Cell (17). Take 
the Prison Key from the statue in 
the foreground. What's behind you? 


Guess what GF you should use first? 
All aboard! After Doomtrain makes 
the Red Giant blind and weakens his 
abilities, you can easily defeat him. 
Release the seal on Draw, then use 
the Prison Key to exit the room. 


BOSS 


CATOBLEPAS 


Leave the Flood Gate Room (15), go 
through the second floor of Stairway 
Hall Il (7) and the Passageway (18), 
and enter the Elevator Hall (19). Step 
into the elevator, descend, and then 
exit the elevator. Run around to the 
other elevator on the left, step in- 
side, and switch to the other party. 


Hall (19) through (3), (27), (1). (5), 
(6), (7), and (18) and step into the 
elevator so that the "A" team is ele- 
vated to the second floor. Switch 
back to the "A" team, step off the 
elevator in (19), enter the Storage 
Room to the left (20), and get the 
Floodgate Key off the floor. 


Exit the Storage Room, step into the 
elevator (19), and switch to the "B" 
team. Backtrack to the Flood Gate 
Room (15) and use the Floodgate 
Key on the lock to the right of the 
left doorway. After using the key, 
pull the lever so the water drains. 
Leave the Flood Gate Room and use 
the green ring in the next room (7) 
to switch to the "A" team. 


Take the "A" team to the Courtyard 
(8) and get the Treasure Vault Key 
from the fountain. Enter the Chapel 
(9) and examine the organ in back. 
Simultaneously press L2, LI, R2, КІ, 


О, Г, X, and A, then press Start 


to end the concert. Return to the 
Courtyard (8), take the passage to 
the right, and then go through the 
hole in the wall to the right (21). 


Walk through the passage (22) and 
get the item at the next screen (23). 
You can take a shortcut to the Prison 
Cell (17). Meet the "B" team in the 
Stairway Hall || (7). Select your party, 
20 to the Passageway (24) through 
(6), (5), and (1). When you reach 
the Hall (1), climb the stairs to the 
second floor and go through the door 
on the left side of the room. In (31), 
go down the stairs and through the 
door that leads to (24). Use the 
Treasure Vault Key on the door to 
the left. Enter the Treasure Vault (25). 


The Treasure Vault has a small puz- 
zle: Examine the four coffins until all 
of them are open. Once that's done, 
the eighth boss, Catoblepas, appears. 


Dave underestimated 
the party guests' 


hatred of charades. 


Don't let this happen to you. With the new YOU DON'T KNOW JACK®, your 
PlagStation? game console may just be a life saver. Not to mention, one of the 


greatest party games ever invented. (Nude twister comes in a close second.) 
One, two or three plagers at a time get scorched by JACK's sarcastic 
game show host. You and 
your friends wrestle over 
more than 1,4ОО seriously 
bent trivia questions on two 
CDS, while the rest of the party cat-calls, taunts and fights over who gets 
the controller next. So next time you throw a party, get YOU DON'T KNOW 
JACK and nobody gets hurt. = 


SIERRA BERKELEY. 
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For those of you who haven't been 
paying attention, cast Doomtrain to 
weaken Catoblepas, then finish him 

-at your leisure. Don't kill him too 
fast, though; you can draw Meteor 
from him. Before Catoblepas expires, 
he'll cast Meteor on your party. After 
the battle, release the seal on Com- 
mand Ability. 


OPTIONAL BOSS: 
OMEGA WEAPON 


You've defeated all the bosses in Ul- 
timecia's Castle...or so it seems. 
You probably noticed a floating pur- 
ple cloud in the Chapel (9). That's 
the marker for an optional hidden 
boss, Omega Weapon. To make 
Omega appear, ring the bell in (5). 
When you do, a timer will start 
counting down. You have to reach 
the Chapel before time expires; the 
easiest way to accomplish this is to 
create a “fight team” with Quistis 
and Rinoa in the green ring outside 
the Chapel. Have the other three 
characters ring the bell, step into 
the green ring, and switch to the 


Getting Omega Weapon to appear 
is one thing; defeating him is another 
matter entirely. Omega is loaded with 
devastating attacks that will knock 
your party flat in one round if you 
aren't prepared. 
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First, you should have Laguna's card; 
if you do, use Quezacotl’s Card Mod 
ability to refine 100 Heroes (sorry, 
card collectors, you're going to lose 
the card). Evenly distribute your GFs 
among your fight team; you should 
retain Cerberus, however, and Junc- 
tion the character ability Auto-Haste. 
Make sure each character can access 
Items and the Cactuar СЕ 


At the start of the fight, Quistis and 
Rinoa should use one Hero each, but 
don't give one to yourself, instead, 

let yourself get KO'd. Revive yourself 
with Life magic (so your Limit Break 

kicks in), then give yourself a Hero. 


The objective now is to have some- 
one in the party alive to keep the 

fight going. Keep a close eye on your 
characters here—the second their 

translucent appearance wears off, 

feed them a Hero immediately. 


Your prize for defeating Omega 
Weapon: no EXP, Three Stars (GF 
learns Expend x3-| ability), and 

Proof of Omega. To check out the 
last prize, enter the Tutorial and go 


into Information. Proof of Omega 
can be found at the bottom of the 


column. 


Remember where you fought Tiamat 
in the Clock Tower? Go back to the 
top of the Tower (13), but instead of 
riding the moving platform, walk up. 
to the door at the very top. Climb 
down the face of the giant clock (28) 
and go down the long passage (29) 
until you reach the Save Point (30). 
Save your game. 


This is it—the final battle. Beyond 
that door is Ultimecia, the last boss. 
Before you tackle this challenge, you 
should make some preparations. 


пов 
piy st 
HP 9999; 9999 


quall 


шу 1002 
HP 99997 9999 


The bare-bones must-have spells are 
Demi, Meltdown, Curaga, Haste, Full- 
life, Aura, Dispel, Regen, Ultima, and 
Pain. Each character should have 100 
of each of these spells; if you can’t 

manage that, distribute whatever you 
have evenly among all party members. 
Rearrange your spells so that the ones 
listed above are on the first and sec- 
ond pages of their Magic menus (or 

first and eighth for even easier access). 


Give yourself the Cerberus GF and 
Junction the character ability Auto- 
Haste. 


Modify your GFs by adding abilities 
that can be purchased from any pet 
shop. You can use Tonberry's Call 
Shop menu ability to buy Amnesia 
Greens, which can eliminate any 
learned GF ability. Some abilities that 
can be eliminated are: Doom, Mad 
Rush, Card, Mag Bonus, Defend, 
Darkside, Enc-Half (you should have 
nuked this the moment Diablos 
learned Enc-None), and Alert— just 
to name a few. Distribute your GFs 
so that each character has in the 
range of 9999 HP. 


Be sure to have plenty of X-Potions, | 
Megalixirs, Elixirs, and Pulse Ammo 
for Irvine's Limit Break. Be certain 

to use various GF refining abilities 
that yield valuable items. You'll also 
want to use Quezacotl’s Card Mod 
menu ability to refine items from 
cards in your collection. 
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Rainbow Six is as close as it gets to the intensi- 
ty of real-life tactical operations. You'll control an 
elite multi-national strike force battling interna- 
tional terrorism. 


Rainbow Six's explosive real-world action is coupled 
with spine-tingling tactics to create a gaming experi- 
ence you won't soon forget. Rainbow Six is so real 
you'll find yourself yelling "Tango doun!" in your 
sleep for weeks. 
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Know the Difference. 


This is Rayman, star of the 

| massive 3D action-adventure, 
эдэ Rayman? 2 The Great Escape. 
Beware of cheap imitations! 
Only Rayman can save all. Only 
he can battle the invaders, ride 
the rocket, hurl fireballs, fly, 
surf, ski, climb, slide, and 
more. А world this troubled 
needs Rayman. So, beware of 
imposters! 
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When you're ready, brace yourself, 
and then open the doors of the 
Master Room. 


5 Squall 
Шу 100% 
WP 9993/ 9999 


Make sure that each character has 
their most powerful weapon—espe- 
cially Squall's Lion Heart. Check out 
the first issue of Weapons Monthly 


for more info. At first, Ultimecia will battle three 


characters chosen at random. На 
character is KO'd in battle, an angel 
will take that character out of the 
fight and replace them with a fresh 
body. You can keep a fallen colleague 
in your ranks if you revive them fast 
enough; however, if all three fighters 
are KO'd simultaneously, it's defi- 
nitely game over. 


Each character should have learned 
all their Limit Breaks—or at least 


- а 
the most powerful ones, which are: МУ “~ 
• Squall: Lion Heart т \ 
* Quistis: Shockwave Pulsar F 


* Rinoa: Wishing Star 

* Zell: My Final Heaven 
* Irvine: Pulse Ammo > 
* Selphie: Full-cure 
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Cast Meltdown on Ultimecia, then 
cast Haste on all party members, 
followed by Double or Triple (or 
Cerberus if Squall is one of the “cho- 
sen” characters). Ultimecia can also 
cast Meltdown, however; if a charac- 
ter gets hit with it, cast Esuna to lift 
the affliction. Be sure to cast Dispel 
on Ultimecia if she casts Double or 
Triple on herself. Other spells at Ul- 
timecia's disposal are Holy, Tornado, 
and Maelstrom—a particularly bru- 
tal spell that hurts all party members, 
leaving 'em Cursed. 


Cycle in some GF attacks, especially 
Eden, to wear down Ultimecia and 
hit her with Ultima. 


It seems that Ultimecia has her own 
GF, Griever. Griever makes his en- 
trance by blowing away one of your 
stocked magic spells...completely. 
Greet Griever with Meltdown and 
Ultima, and use an Elixir on any party 
member who gets hit with Doom. 
Another good tactic is using Aura 
so party members can execute Limit 
Breaks. Keep your characters close 
to full health during the battle. 


Eventually Griever will execute а 
Limit Break of his own, Shockwave 
Pulsar. Anyone who's seen Quistis 
execute this Limit Break knows 
what to expect—massive damage 
to all party members. Immediately 
heal all party members after the 
Shockwave Pulsar—in your weak- 
ened condition, one well-placed spell 
from Griever could spell defeat. 
Griever also starts drawing (and 
then casting) your magic spells. Hit 
Griever hard (Alexander is very ef- 
fective here)—if you wait too long, 
he'll hit you with Shockwave Pulsar 


again. 


Ultimecia Junctions herself with 
Griever for a punishing package of 
pain. Give them the customary 
greeting by casting Meltdown. 


already seen from Ultimecia and 

Griever, now you have some new 

ones to look out for, such as He- 
lixes— small worms that aid Ulti- 
mecia's attacks (soften them up with 
Meltdown when they appear)—and 
Ultima. Time to break open the Aura 
magic and pull off some Limit Breaks. 
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If you let two Helixes hang around 
long enough, they'll help Ultimecia 
cast Great Attractor—a spell that 
smashes your party with three plan- 
ets and a meteor. 


Ultimecia-Griever eventually snaps in 
half. This form of Ultimecia is almost 
finished at this point, so keep ham- 
mering away at her. 


Ultimecia now assumes her final 
shape. Greet her with a Meltdown. 
Ultimecia has a greeting of her own— 
Hell's Judgement, a party attack that 
drops everyone's HP to | (unless 
you're fortunate enough to have been 
charging a GF attack, in which case 
the GF takes the damage). Immed- 
iately restore everyone's health after 
Hell's Judgement; if Ultimecia casts a 
follow-up spell, it could mean game 


On a cruel note, if any character in 
your party has used up all their po- 
tent spells (or had them blown away), 
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you may want to KO them yourself 
to bring in a fresh fighter. 


At this point, Ultimecia starts pulling 
out all the stops and can KO GFs 
with a single blast. Designate one 
character as a healer whose sole job 
is to cast Curaga spells on party 
members. 


Test 02: |:\ 2:N 3: ЖҮ БҮ TON 


Eventually, Ultimecia draws а spell, 
Apocalypse, from the lower half of 
her body. This spell causes major 
damage to every party member, but Test 06: КҮ XN 3Y 4Y 5М 6:N 
there's a catch: You can draw the 

spell, too, and then cast it on her. 
For a really devastating effect, draw 
and stock Apocalypse, then cast it 

оп her as а Double ог Triple. Target | Test 10: КҮ XN УМ 4N БМ 6:N 
your attacks on the lower half of 

Ultimecia’s body and destroy it. 


Test 04: N 2Y XY 4Y 5N 6:N 
Test 08: : М 2:Y 3:N ФМ БҮ 6:Y 
Test 12: ЕМ Z2ZY XN £N EY вы 


Test 14: UY 2Y ЗҮ ЖҮ SN 6Y 


Test 16: КҮ XZN XN 4Y SN 6Y 


ы Test 18: ГҮ 2:N XN 4N бү EN 
When Ultimecia begins to babble | З 

about time, it means Фа саа о ао ое 
of the tale is near. 


premens Test 22: : EN ZN 3N «Ү 5N 6N 


AKIRA АЛЯ 


Tet24 EY 2Ү XN ФМ БҮ 6Y 
SHINTARO ТАКА! 5 


TATSUYA KANDO Test 26: EY 2Y XN 4Y SN 6Y 


Keep up the pressure and enjoy the Test 28: КҮ ZN XN 4Y SY 6Y 
finale! (29 a 


(For a full list of Guardian Forces and their Tet30 ИМ Y XN 4N 5N 6N 
abilities, turn the page!) 


TY 


7:Ү 


7:Ү 


7:М 


7:М 


7:Ү 


7:Ү 


7:М 


7: М 


7:Ү 


TN 


7:М 


7:М 


7:М 


TEX. 


8:Ү 


8:Ү 


8:Ү 


8: М 


8: М 


8: М 


8: М 


8: М 


8: М 


8: У 


8: У 


8 М 


вт 


&Y 


8: М 


Are you tired of not having enough money (Gil) to buy cool items because 
your SeeD ranking is low? Here are the answers to all 30 SeeD written 
tests to raise your rank and increase your cash flow (Y = Yes, М = No). 


9:N 10: N 
9:N 10: М 
9:N I0: Y 
9:Y 10:N 
9:Y 10:N 
9:Y 10:N 
9:Y 10:М 
xm iom : 
SIN 10: М 
9:N ION 
9i ON 
N 10:Ү i 
9:N 10: N 
TN 10: N 
9:N 10:М 
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THE CREATORS OF COMMAND &. CONQUER" АВЕ TURNING ЧР THE HEAT. 


d | 


PlayStation 


• Real-time strategy blended with blazing action * Dozens of 3D-modeled units specific to each side 
• Sharp, 3D terrain with true elevation * Solo play, head-to-head, or skirmish versus the AI 
+ Play three distinct sides across 30 missions + Pulsing cinematics and soundtrack 


1999 Electronic Ап. Westwood Studios and Electronic Arts are registered trademarks of Electronic Arts in the U.S. and/or other countries. Westwood Studios We st wood 
is an Electronic Arts company. Dune 1999 Dino De Laurentiis Corporation licensed by Universal Studios Licensing, Inc. Playstation and the Playstation logos 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. www.westwood.com 


С ЧАВО АМ Fonc E C HART pay a visit to any Pet Store to purchase GF supplies. 
ڪڪ‎ c ص ج‎ | nisi 


JUNCTION ABILITIES: 


HP: 

Меј: 

Mag-J: 
Elem-Atk-J: 
Elem-Def-J: 
Elem-Def x2: 


Junctions Magic to HP 

Junctions Magic to Vitality 

Junctions Magic to Magic 

Junctions Magic to Elemental Attack 
Junctions Magic to Elemental Defense 


Junctions 2 Magic to Elemental Defense 


COMMAND ABILITIES: 


Magic: 
GF: 
Draw: 
Item: 
Card: 


Use Magic command 
Use GF command 
Use Draw command 
Use Item command 
Use Card command 


CHARACTER ABILITIES: 


Mag +20%: 

Mag +40%: 

GF ABILITIES: 
SumMag +10%: 
SumMag +20%: 
SumMag +30%: 
GFHP +10%: 

GFHP +20%: 

Boost: 


Raises Magic damage by 20% 
Raises Magic damage by 40% 


Raises GF's attack damage by 10% 
Raises СР attack damage by 20% 
Raises GF's attack damage by 30% 
Raises GFs HP by 10% 

Raises GFs HP by 20% 

Boosts GF 


MENU ABILITIES: 


T Mag-RF: 
Mid Mag-RF: 
Card Mod: 


Refine Lightning/Wind Magic from an item 
Refine Mid-Level Magic from other Magic 


Refine items from cards 


Зи): 
Vit-J: 

Spr-}: 
Elem-Atk-J: 
Elem-Def-J: 
Elem-Def x2: 


. Vit +20%: 
Vit +40%: | 
Spr +20%: 
Spr +40%: 


SumMag +10%: 
SumMag +20%: 
SumMag +30%: 
GFHP +10%: 
GFHP +20%: 
Boost: 


| Mag-RF: 


Junctions Magic to Strength 


Junctions Magic to Vitality 

Junctions Magic to Spirit 

Junctions Magic to Elemental Attack 
Junctions Magic to Elemental Defense 
Junctions 2 Magic to Elemental Defense 


Use Magic command 
Use GF command 
Use Draw command 
Use Item command 
Use Doom command 


Raises Vitality by 2075 
Raises Vitality by 4076 
Raises Spirit by 20% 
Raises Spirit by 4076 


Raises СЕѕ attack damage Бу 10% 
Raises GF's attack damage by 20% 
Raises GF'5 attack damage by 30% 
Raises GF's HP by 10% 

Raises GF's HP by 20% 

Boosts GF 


Refine Water/Ice Magic from an item 
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FINAL FANTASY VIII 


Here are all the abil 
game. Individual abilities can be eliminated and new ones added — 


HP-J: Junctions Magic to HP 

Str: Junctions Magic to Strength 

Elem-Atk-}: Junctions Magic to Elemental Attack 
Elem-Def-J: Junctions Magic to Elemental Defense 
Elem-Def x2: Junctions 2 Magic to Elemental Defense 


Magic: Use Magic command 
GF: Use GF command 
Draw: Use Draw command 
Item: Use Item command 


Mad Rush: Use Mad Rush command 

Str +20%: Raises Strength by 2096 

Str +40%: Raises Strength by 40% 

Str Bonus: +1 Bonus to Strength at level-up 
SumMag * 1076: Raises СЕ% attack damage by 10% 
SumMag +20%: Raises GF5 attack damage by 20% 


SumMag +30%: Raises GF's attack damage by 30% 
GFHP +10%: Raises GFs HP by 10% 

GFHP +20%: Raises СРѕ HP by 20% 

GFHP +30%: Raises СЕ5 НР by 30% 

Boost: Boosts GF 


F Mag-RF: Refine Fire Magic from an item 
Ammo-RF; Refine Ammunition from an item 


Junctions Magic to Magic 
Junctions Magic to Status Attack 
Junctions Magic to Status Defense 
ST-Def x2: Junctions 2 Magic to Status Defense 
COMMAND ABILITIES: 
Magic: Use Magic command 
GF: Use GF command 
Draw: Use Draw command 
Item: Use Item command 
Treatment: Use Treatment command 
CHARACTER ABILITIES: 
Mag +20%: Raises Magic damage by 20% 
Mag +40 Raises Magic damage by 40% 
Mag Bonus: +1 Bonus to Magic at level-up 
PARTY ABILITY: 
Move-Find: Finds hidden Save/Draw Points 
GF ABILITIES: 
SumMag +10%: Raises СЕ attack damage by 10% 
SumMag +20%: Raises СЕ attack damage by 20% 
SumMag +30%: Raises GF's attack damage Бу 30% 
GFHP +10%: Raises СЕѕ HP by 10% 
GFHP +20%: Raises GF's HP by 20% 
Boost: Boosts GF 
MENU ABILITIES: 
L Mag-RF: Refine Life/Recovery Magic from an item 
ST Med-RF: Refine status Recovery Medicine from an item 
Tool-RF: Refine Tools from an item 
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Real Fishing. Real Feel. 
Reel Included! 


% р 
3 i 


PlayStation 


| Select Start 


e» Б> 


- With its exclusive Dual ^ -> 
Shock^ compatible rod and 
reel controller, Bass Landing 
sets the standard for true- 
to-life fishing action. Now’ x 
you can cast, set the. hook,, быз 
апа reel them in just. like 
life. So pack your tackle 
pick up some cold ones, 
and grab your rod, ‘cause ` 
fishing season is now open. 


* Game is bundled with 
custom designed fishing 
rod ^n reel controller 


* Solo or tournament modes 


* Stock your tackle box from 
50 different rods, reels, 
rigs, and lures 


* 5 challenging lakes, 14 
species of fish 


* Cast side arm, overhead, 
or skip 


* Tutorial mode shows how 
the pros hook the big ones 


Чагай 00 
This is used. with: За nai ng Rods, 


Good to use tor light utes. е * Dual shock compatible 
à л че?" 
Agetec, Inc. 900 Veterans Blvd. Suite 600 Redwood City, 18; 1999 ASCII СО воз Lad | ar >> 
and the Bass Landing Logo are trademarks of ASCII CO. InezP. Poy Agetec, Inc. Agetec аћу the L | agetec > 
logo are trademarks of Agetec, Inc. PlayStation and the PlayStation logos are registered trademarks of Sony 


PlayStation | 


d www.agetec.com 


Computer Entertainment Inc. Produced under license by Sony Computer Entertainment America for use with the 
PlayStation game console. The ratings icon is a trademark of the Interactive Digital Software Association; 


5 (BROT 


N [ 5; 
Junctions Magic to HP. р 
Junctions Magic to Strength 

Junctions Magic to Spirit 

Junctions Magic to Elemental Attack 
Junctions Magic to Elemental Defense 


Elem-Atk-J: 
Elem-Def-J: 


COMMAND ABILITIES: ST-Def-}x2: 
Magic: Use Magic command Ability x3: 
GF: Use GF command 

Draw: Use Draw command Magic: 
Item: Use Item command GF: 
Defend: Use Defend command Draw: 
CHARACTER АВН 5: Item: 

HP +20%: Raises HP by 2075 

HP “40%: Raises HP by 40% HP +20%: 
HP +80%: Raises HP by 80% HP +40%: 
Cover: Receives attack in place of another party member, RII 
HP Bonus: +30 Bonus to HP at level-up Vit +40%: 


Counter: 
Vit Bonus: 
Auto-Reflect: 


ABILITIES: 


SumMag +10%: Raises GF's attack damage by 10% 


SumMag +20%: Raises GF's attack damage Бу 20% 

SumMag +30%: Raises GF's attack damage by 30% GF ABILITIES: 
GFHP +10%: Raises СЕ HP by 10% GFHP +10% 

GFHP +20%: Raises GF's HP by 20% GFHP *20 

GFHP +30%: Raises GF's HP by 3076 GFHP +30%: 


Boost: Boosts GF 


JUNCTION ABILITIES: JUNC3 
HP: Junctions Magic to HP Mag-J: 
Junctions Magic to Magic Spr}: 
Junctions Magic to Hit Ејет-А еј: 
Sets up to 3 abilities Elem-Def x2: 


Ability x3: 
COMMAND ABILITIES: 
Magic: Use Magic command Magic: 
GF: Use GF command GF: 
Draw: Use Draw command Draw: 
Iter Use Item command Item: 
Darkside: Use Darkside command Recover: 


CHARACTER ABILITIES: 

HP +20%: Raises HP by 20% 

HP +40%: Raises HP by 40% 

HP +80%: Raises HP by 80% Spr Bonus: 

Mag +20%: Raises Magic damage by 20% Auto-Potion: 

Mag +40%: Raises Magic damage by 40% СЕ AI 

Mug: Change attack to Mug 
“PARTY ABILITIES: 

Enc-Half: Cuts encounter rate by half 

Enc-None: No encounters 


GF ABILITIES: 
GFHP +10%: 

GFHP +20%: 

GFHP +30%: 

MENU ABILITIES: 
Time Mag-RF: 

ST Mag-RF: 


СНА 


Spr +40%: 


GFHP +10%: 
GFHP +20%: 
GFHP +30%: 
Boost: 


Raises GFs HP by 10% 
Raises GF's HP by 20% 
Raises СР5 HP by 30% 
Supt Mag-RF: 
Refine Time/Space Magic from an item 
Refine status Magic from an item 


Spr +20%: 


ILITI 
SumMag + 10%: 
SumMag +20%: 
SumMag +30%: 


MENU ABILITY: 
Кесоу Med-RF: 


COMMAND А! 


ES: 


MENU ABILITIES: 


GF Recov Med-RF: 


FINAL FANTASY VIII 


JUNCTION ABILITIES: 


Junctions Magic to HP 

Junctions Magic to Vitality 

Junctions Magic to Magic 

Junctions Magic to Status Attack 
Junctions Magic to Status Defense 
Junctions 2 Magic to Status Defense 
Sets up to 3 abilities 


COMMAND ABILITIES: 


Use Magic command 
Use GF command 
Use Draw command 
Use Item command 


CHARACTER ABILITIES: 


Raises HP by 2076 

Raises HP by 4076 

Raises Vitality by 2076 

Raises Vitality by 4076 

Counterattacks when attacked 

+| Bonus to Vitality at level-up 

Reflect activates automatically in battle 


Raises GFs HP by 10% 
Raises СЕ$ НР by 20% 
Raises СЕѕ HP by 30% 


Refine Recovery Medicine from an item 


Junctions Magic to Magic 
Junctions Magic to Spirit 
Junctions Magic to Elemental Attack 

Junctions 2 Magic to Elemental Defense 


TIES: 


Use Magic command 
Use GF command 

Use Draw command 
Use Item command 
Use Recover command 


ПЕТЛЕ: 


Raises Spirit Бу 20% 

Raises Spirit Бу 40% 

+| Bonus to Spirit at level-up 

Uses recovery items automatically when hit 


Raises СР5 attack damage by 10% 
Raises GF's attack damage by 20% 
Raises GF's attack damage by 3076 
Raises GF’s HP by 10% 

Raises GF's HP by 20% 

Raises GF's HP by 30% 

Boosts GF 


Refine Support Magic from an item 
Refine Recovery Medicine for GF from an item 
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КЕРАКЕ. 


Coming to the PlayStation® game console. 


© 1999 The 300 Company. All Rights Reserved. Crusaders of Might and Magic, New World Computing, 300, and 
their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. 
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All other 
trademarks belong to their respective owners. New World Computing is a division of The 3D0 Company. www.3do.com 


NEW WORLD COMPUTING’ isis 3DO 


PlayStation 


Ready 2 Rumble 
rof Miray Yy ned, 
©1989, 1908 inte Ботокан Е 


Al rights reserved. Likeness of Michae! Bullet and the Ready lo Rumble? tagemark used. уш license on Bullet Padi wu elle өті А chat nas аз Katana г ‘Midway Horne Entertainment i, Mi 
and the 3-0 N lago are radernarks of Nintendo of America Ic. © 1896. Nintendo ot America Ic. Licansed ty Nintendo; Nintendo, бате Boy, Game Boy Color ami The Official Seal re registerad tradens of Nintendo ot 
logos are registered trademarks of Sony Computer Entartait imet ‘Ine. Sega, Dreamcast and the Dreamcast logo ere either registered trademarks of trademarks o Sega Enterprises, 110. 


мои х мому ж мому х мои ж Әмри 


READY TO GET DOWN & GET IT ОМ. 


BUTCHER 
HRASHER vs. BROWN 
HS WFP CONES KEN RE HS WET COES RSH HOM THE RG 


х MICHAEL BUFFER * 


ANGEL “RAGING” 
KNOKIMOV vs. RIVE 
FG E Y ONT CE FST NOT AL ANGELS COME RON ЕНЕН __ 


JET “IRON” SELENE 
IN vs. STRIK 
YOU VILL CRUMBLE UNEA FORTUNE HOE YOU WISH YOU COULD FGAT LEA GIAL 


DMIDWAY Г || Color 


ONLINE 
D». 
STORE 


Gbuipway ж мри x мри х мри х — Hb mipway 
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JUNCTION ABILITIES: 2 
Str: Junctions Magic to Strength Spr: 


Spd-J: Junctions Magic to Speed Elem-Atk-J: 
Elem-Atk-J: Junctions Magic to Elemental Attack Elem-Def x2: 
Elem-Def-J: Junctions Magic to Elemental Defense Elem-Def x4: 
Elem-Def x2: Junctions 2 Magic to Elemental Defense Ability x3: 
COMMAND ABILITIES: 

Magic: Use Magic command Magic: 

GF: Use GF command GF: 

Draw: Use Draw command А Draw: 

Item: Use Item command Item: 
Absorb: Use Absorb command Revive: 
CHARACTER ABILITIES: 

Str +20%: Raises Strength by 2076 Spr +20%: 
Str +40%: Raises Strength by 4076 Spr +40%: 
Spd +20%: Raises Speed by 20% Med Data: 


Spd +40%: Raises Speed by 40% 


Initiative: Enables action as soon as the battle begins SumMag +10%: 


GF ABILITIES: SumMag +20%: 
SumMag +10%: Raises GF's attack damage by 10% SumMag +30%: 
SumMag %20%: Raises GF's attack damage by 20% GFHP +10%: 
SumMag +30%: Raises GF's attack damage by 30% GFHP +20%: 
GFHP +10%: Raises СР5 HP by 10% СЕНР +30%: 


GFHP +20%: Raises СЕ HP by 20% Boost: 
GFHP +30%: Raises СЕ HP by 30% и 
Boost: Boosts GF High Mag-RF: 
Med LV Up: 


Junctions Magic to Spirit 

Junctions Magic to Elemental Attack 
Junctions 2 Magic to Elemental Defense 
Junctions 4 Magic to Elemental Defense 
Sets up to 3 abilities 


Use Magic command 
Use GF command 
Use Draw command 
Use Item command 
Use Revive command 


Raises Spr by 2076 
Raises Spr by 4076 
Doubles the effect of medicine 


Raises GF's attack damage by 10% 
Raises СР attack damage by 20% 
Raises СР attack damage by 30% 
Raises GFs HP by 1076 

Raises СЕѕ HP by 20% 

Raises GFs HP by 30% 

Boosts GF 


Refine High Level Magic from other Magic 
Level up medicine 


JUNCTION ABILITIES: 


Str: Junctions Magic to Strength Elem-Atk-J: 
Мав-): Junctions Magic to Magic ST-Atk-J: 


Junctions Magic to Elemental Attack 
Junctions Magic to Status Attack 
Junctions 4 Magic to Elemental Defense 
Junctions 4 Magic to Status Defense 


Use Magic command 
Use GF command 

Use Draw command 
Use Item command 
Use Darkside command 
Use Absorb command 


Shell activates automatically in battle 


Raises GF's attack damage Бу 10% 
Raises GF's attack damage by 2076 


Spr): Junctions Magic to Spirit Elem-Def x4: 
Spd-J: Junctions Magic to Speed ST-Def- x4: 
Hir: Junctions Magic to Hit COMMAND; ABILITIES: 
ST-Atk-J: Junctions Magic to Status Attack Magic: 
ST-Def-}: Junctions Magic to Status Defense GF: 
ST-Def-J x2: Junctions 2 Magic to Status Defense Draw: 
ST-Def-J x4: Junctions 4 Magic to Status Defense Item: 
Ability x3: Sets up to 3 abilities Darkside: 
Absorb: 
Magic: Use Magic command CHARACTER ABILITY? 
GF: Use GF command Auto-Shell: 
Draw: Use Draw command GF ABILITIES: 
Item: Use Item command SumMag +10%: 
SumMag +20%: 
Spd +20%: Raises Speed by 20% SumMag +30%: 


Spd +40%: Raises Speed by 40% SumMag +40%: 
Auto-Haste: Haste activates automatically in battle GFHP +10%: 
Expend х2-1: Only | Magic spent while Double GFHP +20%: 

Y GFHP %30%: 
Alert: Prevents Back Attack GFHP +40%: 

Boost: 

GFHP +10%: Raises СР HP by 10% 
GFHP +20%: Raises СЕ HP by 20% Junk Shop: 


СЕНР +30%: Raises СЕѕ HP by 30% 
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Forbid Med-RF: 


Raises GF’s attack damage by 30% 
Raises GF's attack damage by 40% 
Raises GFs HP by 10% 

Raises СРѕ HP by 20% 

Raises СРѕ HP by 30% 

Raises СР5 HP by 40% 

Boosts GF 


MENU ABILITIES: 


Call junk shop from menu screen 
Refine Forbidden Medicine from an item 
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БвЕОтаба MENU 


Exciting multi-player Incredible graphics More than 90/4 levels Dozens of impact shieldss 
modes including co-op in 640 x 480 mode in b*zones power-ups and wild card 
and deathmatch weapons 


roids is a trademark of Atari Interactive, Inc. Published and distributed by Crave Епїегїаіппте й тс. under license from Activision, ige Activision is a registered trademark of Activ E 
©1999 Activision, Inc. Crave Entertainment is a registered trademark in the U.S. ©1999 Crave Entertainment, Inc. All other trademarks are the property of their respective owners. 
nsed by Nintendo. Nintendo, The Official Seal, Nintendo 64 and the “N"logo are trademarks of Nintendo of America Inc. ©1996 Nintendo of America Inc. 


YERS KEALM 


FINAL FANTASY VIII 


GUIDE 

(м FLARE) 
JUNCTION ABILITY: COMMAND ABILITIES: 
Ability x4: Sets up to 4 abilities Magic: Use Magic command 
COMMAND ABILITIES: GF: Use GF command 
Magic: Use Magic command Draw: Use Draw command 
GF Use GF command Item: Use Item command 
Draw: Use Draw command LV Down: Use Level Down command 
Item: Use Item command LV Up: Use Level Up command 
CHARACTER ABILITIES: CHARACTER ABILITIES: 
Str +60%: Raises Strength by 60% Eva +30%: Raises Evade by 30% 
Mag +60%: Raises Magic by 60% Luck +50%: Raises Luck by 50% 
Mug: Changes Attack to Mug Initiative: Enables action as soon as battle begins 
Move-HP Up: Restores HP by walking Move-HP Up: Restores HP by walking 
Auto-Protect: Protect activates automatically in battle Auto-Potion: Uses recovery items automatically when hit 
Expend х2-1: Only | Magic spent while Double GF ABILITIES: 
PARTY ABILITY: SumMag + 1076: Raises GF's attack damage by 1076 
Rare Item: More likely to receive rare items SumMag +20%: Raises СР attack damage by 20% 
CENA TEI ESS SumMag +30%: Raises GF's attack damage by 30% 
SumMag +10%: Raises GF's attack damage by 10% EE үш bg S НЕ D m 
SumMag +20%: Raises СР5 attack damage by 20% GFHP 1154 x a G H Й a 
SumMag * 3076: Raises GF's attack damage by 30% 28 аваз СЫР БУЗОУ 
SumMag +40%: Raises СР5 attack damage by 40% 5209 Boosts о 
GFHP +10%: Raises GF's НР by 10% MENU ABILITIES: 4 
СЕНР +20%: Raises БЕЗ HP by 20% Haggle: Receive discounts at shops 
GFHP +30%: Raises GFs HP by 30% Sell-High: Sell high at shops 
GFHP +40%- Raises СЕѕ HP by 40% Familiar: Easier to buy rare items 
Boost: Boosts GF Call Shop: Call shops from menu screen 


MENU ABILITY: 


Forbid Mag-RF: Refine Forbidden Magic from an item 


EDEN 


(ETERNAL E 


JUNCTION ABILITIES: JUNCTION ABILIT 
Eva-J: Junctions Magic to Evade Spd-J: Junctions Magic to Speed 
Luck-J: Junctions Magic to Luck Eva: Junctions Magic to Evade 


COMMAND ABILITIES: Hit-J: Junctions Magic to Hit 
Magic: Use Magic command COMMAND: ABILITIES: 
GF: Use GF command Magic: Use Magic command 

Draw: Use Draw command GF: Use GF command 

Item: Use Item command Draw: Use Draw command 

Defend: Use Defend command Item: Use Item command 

Kamikaze: Use Kamikaze command Mad Rush: Use Mad Rush command 
CHARACTER ABILITIES: Darkside: Use Darkside command 

Eva +30%: Raises Evade by 30% Devour: Use Devour command 

Luck +50%: Raises Luck by 5076 CHARACTER ABILITIES: 

Initiative: Enables action as soon as battle begins Luck +50%: Raises Luck by 5075 

Move-HP Up: Restores HP by walking Expend x3-1: Only | magic spent while Triple 
HP Bonus: +30 Bonus to HP at level-up СЕ ABILIT 3 
Str Bonus: +1 Bonus to Strength at level-up SumMag +10%: Raises GF's attack damage by 10% 

Vit Bonus: +1 Bonus to Vitality at level-up SumMag +20%: Raises GF's attack damage by 20% 

Mag Bonus: +1 Bonus to Magic at level-up SumMag +30%: Raises GF's attack damage by 30% 

Spr Bonus: +1 Bonus to Spirit at level-up SumMag +40%: Raises GF's attack damage by 40% 

Auto-Potion: Uses recovery items automatically when hit GFHP +10%: Raises СР HP by 10% 

Expend х2-1: Only | Magic spent while Double СЕНР +20%: Raises GF’s HP by 20% 

GF ABILITIES: GFHP +30%: Raises СЕѕ HP by 30% 

GFHP +10%: Raises СР HP by 10% GFHP +40%: Raises GFs HP by 40% 

GFHP +20%: Raises СР5 HP by 20% Boost: Boosts GF 

GFHP +30%: Raises СРѕ HP by 30% MENU ABILITY: 

GF Abl Med-RF: Refine ability-learning medicine for GF from an item 
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WANTED 


BY МАМ! * NEW YORK • SAN FRANCISCO • LOS ANGELES POLICE DEPARTMENTS 


eyewitness comments: 


“...А HIGH SPEED THRILL RIDE!” 
Newsweek 

“IF YOU’RE A FAN OF WHITE KNUCKLE 
DRIVING ACTION, LOOK NO FURTHER” 
NextGen 


“BUY IT!” 

Maxim 

*...HIGH SPEED ACTION MAKES IT A 
RIDE YOU WON'T WANT TO MISS...” 


GamePro 


"ONE OF THE MOST ENTERTAINING 
CAR GAMES AROUND." 


Official PlayStation Magazine 


rtesy of driver game player. 


EVIDENCE 


evidence photos courtesy of driver game play: 


CASE DATE 1972 


р. All Rights Reserved. Created by 
Software Corp. studio. Published & 
«=> GT Interactive 
„> Software 
PlayStation trader [www.gtgames.com ] 
у e marks are the property of their www.gtgames.com 
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M 
Start seeping lin your eyes 
open...evil's moving іп, on N64*. 
The most intense survival game 


in history is here! 


Fear. Horror. Terror. And, of course, 
evil. It's everywhere. Enter the most 
terrifying game experience ever 
crafted. Fight through hordes of 
flesh-starved zombies, blood-thirsty 


beasts and other mutant creatures. 


Welcome to the nightmare... 
Resident Evil 2. 


If the suspense doesn't kill you, 


www.capcom.com 
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Describe the most bizarre, monstrous, 


powerful creature you can 


E 
~ 2 


ra VIP trip 
for two! 


possibly imagine; 
we'll make it real. 


o leam the 
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\Ш t 0 it "thing two pi eme DIEN] TO Pyer game plus instructional video 
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If your idea is sufficiently twisted, your beast 
will join the thousands of bad-ass creatures 


that populate the Т, = 
Д (7 1 + trading card game — 
Tine (а ал] The ultimate battle of wits. 


Jump online at <www.playmagic.com/gp> 
and give us your worst in the Magic® 


20 e e "Create a Creature" contest. m 
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To tear up Tony’s world, цац need to know the tricks of the trade 


The Playaz: VERT SKATERS 


ZTony Hawk 


f TONY HAWK m 


DO-eett -accent “Фик 


Comin' at you from Carlsbad, CA, 
Tony is the legendary king of the 
skating world and the most influen- 
tial skateboarder of all time. Can 
you say 900? 


SPECIAL TRICKS 

Kickflip McTwist: Tap =, >, СТ 
540 Board Varial: Тар €, €, KT 
360 Flip to Mute: Tap У, >, КТ 
The 900: Tap Э, $, GT _ 
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Bob Burnquist 


= BOB BURNQUIST m 


оде — G-artent ~ @ ‘Back 


He's brash, bold, and Brazilian. Bob's 
unique skating style and switch-stance 
tendencies make him exciting to 
watch —you never know what he'll 
do next. 


SPECIAL TRICKS | 

Backflip: Tap Ф, Ф, GT 
One-Footed Smith: Тар >, >, С 
Burntwist: Tap Є, №, С 


Rune Glifberg 


=. RUNE GLIFBERG m 


+ 
E >”. 
зрно ТИХ 


2 гг, 
2. 


Сеи асет 


© ack 


This Danish dynamo will ride апу- 
where, anytime. While Rune has no 
qualms about shreddin' a pool or 
two, his true talent lies in the verti- 
cal skateboarding arena. 


SPECIAL TRICKS 

Kickflip McTwist: Tap >, >, GT 
Christ Air: Tap €, >, GT 
Front/Back Kickflip: Тар ^, У, KT 


and how to unlock ali the tapes. Here, we give you all the moves, 

show you where to find the letters-ta spell “S-K-A-T-E,” tell you 

how to accomplish each level’s unique objective, and explain how 
to find the hidden tapes in four locations! By The Rookie 


Bucky Lasek 


= BUCKY LASEK За 


| фо 
Б. WIL, 
зрно. 4 %, 


ма PEEL ж 
BALANCE а 
ast Phe ээ. 


ИБА 
STS vont ik CARLSBAD, 
32809 ~ 

REGULAR, 
1 sn 
соеви 
He's an East Coast kid with West 
Coast skillz. Bucky now does time 
in So. Cal. to show everyone his 
power, originality, and style. Simply 
put, he's in a class by himself. 


©=ассын 


@ sack 


SPECIAL TRICKS 

Varial McTwist: Tap >, >, GT 
Fingerflip Airwalk: Tap >, =, СТ 
Мана! Heelflip Judo: Тар $, ^, КТ 
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Chad Muska 


ey CHAD MUSKA im 


өш 


Саи © оси. 00 “Bach 


Straight out of Vegas, baby, Vegas, 
Chad takes his self-styled street | 
skillz to another level every time 
he hits the pavement. 


SPECIAL TRICKS 

Front Flip: Tap +, ^, GT 
One-Foot 5-0 Thumpin’: Tap >, 
с 

360 Shove It Rewind: Tap >, 
>, KT 2 


Kareem Campbell 


= KAREEM CAMPBELL im 
Я 5 


Сочен Өзен Фа 


Born in New York and raised in L.A., 

Kareem's developed a smooth, met- 

ropolitan style based on the mas- 
= tery of "real" street settings. 


Front Flip: Tap V, 1, GT 
Casper Slide: Тар ^, У, б 
Kickflip Underflip: Tap <, >, КТ 
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Andrew Reynolds 


f» ANDREW REYNOLDS im 
Я А, LL P 


E 44 
НА 


04-464 диве 


Also known as “Turtle Boy,’ Andrew's 
superhero antics have earned him 
quite a rep. You often find him flying 
over gigantic gaps, big sets of stairs, 
and even airplane hangars. 


SPECIAL TRICKS — — 
Backflip: Tap ^, $, GT 
Heelflip to Bluntside: Tap Y, V, а 


‘Triple Kickflip: Tap >, >, КТ 


Jamie Thomas 
Eo JAMIE THOMAS За 


aut 
set, 
2% 


Originally from Alabama, Jamie now. 
gets his groove on in Encinitas, CA. 
He's constantly skating and con- 
stantly breaking off a little somethin’ 
on the world's biggest. handrails. 


SPECIAL TRICKS 

Front Flip: Tap Ч, ^, GT 
One-Foot Nosegrind: Тар Т, T, б. 
540 Flip: Tap =, ¥, КТ 
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Geoff Rowley 


=) GEOFF ROWLEY P 
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» 
шш и 
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О: ®© -accent 


© -Back 


Comin’ to America from Liverpool, 
England, Geoff is the master of 
handrails and huge staircases. Oh, 
уеаһ--һез also а street-side speed 
demon. 


SPECIAL TRICKS 
Backflip: Tap Ф, $, GT 


- Double Hardflip: Тар >, $, КТ 


Dark Slide: Тар >, Є, С 


Elissa Steamer 


= ELISSA STEAMER За 


3 

NEM 
ш Ж” 
зни, А 


OQ:seett — G-accept 


CS 


Don't call her babe, and don't mis- 
take her skillz. Elissa's a topnotch > 


skater, not to mention the first 
-female to have а pro-model board 
with her name on it. Have no | 


doubts— this thrashing demoness. 


_ can definitely hang with the boyz. 


SPECIAL TRICKS 25 
Backflip: Тар ^, $, GT- 
Primo Grind: Тар €, =, С 
Judo Madonna: Тар Є, ¥, GT 


4 


Controller 
Legenda 


- Spin 


- Grind/Slide (G) 


— Grab Trick (GT) 


Kick Trick (KT) 


NOTE: Because Tony Hawk's Pro Skater 
is a non-linear game, you don't have to 
follow this guide to the letter to com 
plete all the objectives. 


Some Special Tricks may be subject to change 
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пох HAWK! 5 PRO SKATER 


lan your combos and's 
most points. - T > 


‘AIN'T NOTHIN’ WRONG WITH 7 
A LITTLE BUMP AND GRIND — 
The best way to score huge pon 

Га hurry is to bust off a long, con 
riddled grind. Here's an example of 
Топу Hawk gettin’ his freak on a hand-- 
rail in the mall. 


grinding, quickly press J 
sail, then quickly press 
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www.wwf.com www.thg.com — www.jakkspacific.com World Wrestling Federation” 


`© 1999 World Wrestling Federation Entertainment, Inc. All Rights Reserved. THO is a trademark of THQ Inc. © 1999 THO/JAKKS Pacific LLC. Nintendo, Nintendo 64, "№ Logo and Game Boy Color are trademarks of Nintendu «i 
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America Inc. © 1996 Nintendo of America Inc. All rights reserved. 


— 0 OUT OF 9 DO IT THROUGH CROSSHAIRS,  — 


you're мот Justa SUAVE, SOPHISTICATED JET-SETTER ano LADY'S МАМ, yourea MOVING TARGET. navigating 
GUNPOWDER-COVERED stores, DODGING SNIPER FIRE ano inricrrating TERRORIST STRONGHOLDS in нев muestys MOST DEMANDING 
MISSION ver. WIELDING YOUR stanoaro-issue, SILENCER-SHOD 9MM, severa KILLER Q-GADGETS жол LICENSE ТО USE THEM 
FOR EXACTLY THAT. IPS YOUR TRIAL-BY-ENEMY-FIRE, so PACK THE TUX ano LASER CUFF LINKS. 
YOUR COUNTRY NEEDS YOU. 


| => 
MGM INTERACTIVE Playstation” |g 


ШЫ Prima Strategy Guide Available 


ет ne ©1989 Dui 


s Bon T James Bond Bon and i Logos and al other James Bond піш 
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50 
“After hopping off the гай, make a 
beeline forward and take the path- 


~~ ‘cave ramp walls. The next letter, "T," 

_ 15 located a good distance above m 

right wall of the ramp. Work up some | 

speed busting tricks on both walls 
by weaving back and forth, — 


After grabbing the “Т, veer to your 
left and peep the rail located between 

пе two pools. Ollie your way ир into 
a grind—an FS Boardslide would. 
look sweet—to collect the last let- 
ter in the level, “Е” 


= Picnic Lunch 


zl Ел. 


Your objective in Miami is to grind 
five picnic tables in order to collect 
one of the tapes. Start again from Ж 


- the top of the awning, but instead of 
-taking a flying leap off the front, make 
га hard left and simply drop off the 


2 side. You should hit the ground just | 
= in front of the first table. If you don’t _ 
` вее it, таке а 180-degree turn. Eee 5 


there it is! 


мау in the middle of the twocon- - 


aan skating forward until you see a- 
little pathway encased between two ` 
short walls. You can be a wimp and 
skate between the walls or be a 

_ badass and bust out a sick grind. _ 


Once you reach the bottom of the 
pathway, make a hard right to find 
the second picnic table. 


After you grind the second table, 
make another right and breeze | 
through the pathway between the 
two concave ramp walls. Remember 
these? Now you're riding in the op- 
posite direction, Since time is of the 
essence, you may want to forget 
about pulling tricks and just cruise 
to the end of the pathway. _ 


.. As you come out of the- winding 


_ pathway, you should see the third — 


your left. Grind it, 
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- After making the hard right, you 
_ should ее а gap with three bridges 


then take a hard right. | 


spanning it on your left side. Skate 
alongside the gap to fi ind the next 
table. 1 


Grind away on the fourth table, and 
proceed forward. To get to the final 
table, you have to cross the gap 
either by jumping it or by grinding 
on one of the bridge railings. It's 
your world—do what чен want. 


After you clear the gap, keep head- 
ing straight, skating with the short 


_ wall on your right side. You should 


now see the fifth and final table. 
Grind away, then collect your tape. 


Hidden Tape! 


To get tothe Miami school’s hidden | 
~~ tape, start the level by dropping off. 


the side of the awning to your right. 
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с... X | 


Now, go up the ramp that's directly 
in front of you and follow it all the 
way to the top. 


When you reach the top, ride to the 
end of the short tunnel and make a 
hard left. - 


To your right, you should see a huge 
glass sunroof; to your left, a brick 
structure with a concave ramp at- 
tached to its base and a plank ex- 
tending from its roof. 


Build up some speed and head to- 
ward the brick structure with the 
concave ramp and plank. Ride up the 
side of the wall to reach the top. 


Next, grind across the plank to 
reach the roof on the other side. 
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195 


Jo skating straight оч on 


Follow the top of the roof all the 
way to the end, then leap off and 
snag the hidden tape, which is float- | 
ing in the air. 


= МАН NEW YORK 
`` §-K-A-T-E or Ше! 


p off the уш stone = 
on your way to the next letter. 


You soon approach a fountain on your - 
left and a stone planter on your right 
with a "SALE" sign hanging Between 


You start the mall level in a zigzag- 
ging hallway, suspiciously complete 
with concave wall ramps to bust off- 
tricks and handrails to grind. Pro- 
ceed down the hallway and make 
two hard lefts. 


the two. 


Head toward the stone. planter and 
bust off a grind to swipe the next . 
letter, ake 


After the second hard left, you should 
see a handrail on your left and the 
first letter, “S,” floating above it about 
halfway down. Hop onto the hand- 
rail and grind away. 


going up on your left and a high wall 


50 50. Бш 5 
ETE 


~ Break through the window, then veer 
~ to your right, and avoid the escalator 
going ир: 


and continue forward. 
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- You now see a pool 


- on the гай to your left and grab the - 


25 эм 128 


After dismounting the rail, veer to > 


© mall directory and head toward the 


` You eventually come to an island in | 
--the middle of your path with two 


_оп your right. Race down the ramp | 
~~ onto the left-most arch and grind 


ith two arch- — 
ing rails extending above it. Grind 


‚а ramp with an “Е” floating above (ee 
Ollie up and grab the final letter =: 


“Checkin” the 


letter “A” _ 


your left and skate between the. 
ramp on your left and the planter i 
on your right. Crash through the ~- 


ramp in front of you. 


— and work your way down the zigzag- 
_ ging corridor. After you bust through 


Vault off the ramp on your left and. - 
soar over two escalators. When you. 

*.. reach the bottom, turn to your left 
/ апа skate = ahea ҮР 


‘When you reach the top of the es- - 

calator, you should see the first - 

directory in front of you. After 

= crashing through i it, veer to the left 
and leap over the wall, and down to 

the: first level. Э 


arches crisscrossing over it. Ollie up 


ae to grab the next tlemen" nm 


ы -hand side. You should see another - 
3 SE escalator going up in front of you. - 
Do the drill and cruise to the top. | 
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Make a hard right, and skate toward — Keep skating forward once you pass. 

- the back of this section. You should. through the opening to the outer - 
see the second directory. Smash -part of the mall. At the end of this - 

55 through. ‘it, make a hard left, and peaceful little courtyard i is ‘the final 


2 skate back the way you came. directory. Smash away D ETATS 
s 5 > 2 - ~ 
gm) У Maden Taper 


DOWNTOWN: 
MINNEAPOLIS 
5-К-А-Т-Е ar Die! 


Skate down the slanted path and in 
а 0 between me two finora: You 


_ Leap over the wall in front of you. 
and back down to the first level. 
— - Stay to your left, skating between 

_ the pool with arches on your right 
~ and the closed store on your left. 


"front of y you lor a K" SE 
> mp: up and over the foun- 


г. Beginning from the start of the level, - 
work your way down the zigzagging = 
corridor and out through the win- 
„ dow. Stay to your right, and avoid: 
- the escalator. Keep skating on the 
right-hand side, underneath the huge 
"SALE" ' sign. ی‎ 


bra and ollie up ‹ оп top of m cov- | 
ered walkway. 


ramp on your left and a 
lanter on your right. Smash 
e directory, then vault off 
"e че ramp in front of you and over а 
= pair of escalators. 


1 


= 4064 7 


Just beyond the “SALE” sign is an 
escalator leading up on your left, a 
stone rail in the middle, and a ramp 

on your right. Head for the rail, and - 


ге 


` Ride оп. top of: the ЕТТЕ 
Е 


“While grinding o on the: rail, рев] to- 
оће ир and press С on your way - 
down to start another grind a and pick the “ss floating at at the 

р pe See ean Кы Ў аз 


~ Sirah through e eee oe 
headoutside. о en 
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down this street and head toward 
the wall with the music video playing 
on it. You should see an "A" floating 
next to it. 


Pick up speed, then ride up the con- 
cave ramp attached to the wall and 
pick up the letter. 


After skating back down the wall, 
head down the next street. You're 
going in the right direction if you 
pass underneath a glass walkway 
with a “Т” floating in it. 


ge 


8 


| 


After you pass under the walkway, 
head toward the ramp on your right. 


e. бс 


Vault off the ramp and grind onto 
the railing above you to grab the “Е” 


- 
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Fall back to the ground, make a 180- 
degree turn back the way you came, 
and skate underneath the glass walk- 
way with the "T" floating in it. 


After you pass underneath the walk- 
way, keep skating straight for the 
truck trailer in front of you. Ollie off 
of it and through the window, then 
enter the tunnel. 


Wind your way up through the tun- 
nel to grab the last letter, the infa- 
mous floating “Т? 


Breakin’ the Law! 


S gi. 1:60 


= 100 
The unique objective in Minneapolis 
is to smash five “No Skating” signs. 
Starting from the beginning of the 
level, skate straight ahead, then head 
toward the park with the fountain in 
the middle. You should see the first 
sign as you enter the park. 
Smash through it. 


237 
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Skate straight through the park and 
jump over the fountain in the mid- 
dle. Continue as if you were exiting 
the park, and skate up the incline. 
You should see the next sign at the 
top of the incline. 


After you've taken out the second 
sign, do a quick 180-degree turn and 
go back the way you came. Exit the 
park, then proceed up the street 
directly in front of you, passing the 
ramp on the left-hand side. 


Continue up the steep street, then 
make a soft right turn at the top. 
After you make the turn, look quickly 
to your left—you should see a wall 
with а video playing on it. In the 
foreground to the left of the wall is 
the next sign. 


-— p E 
= 229 


Get back on the street you were 
skating on and follow it to the end. 
You should see an abandoned truck. 
Make a right turn at the truck, skate 
underneath the overhead glass walk- 
way, and proceed down the street. 


About 12 feet down, you should see 
а bus stop on your left. Immediately 
after the bus stop is the fourth sign. 


Stay on the street, then bear to the 
right and around the corner. Once 

you're past the corner, you should 

see a large ramp to your left and.a 
smaller ramp and a bus stop to your 
right. Skate past the bus stop. 


Bue 94 


Just past the bus stop are a parked 
car on the left and another small 
ramp on the right. Immediately after 
the small ramp is an incline with a 
handrail leading up on your right. 
Go up the incline and look to your 
left. Voilá—the fifth and last sign. 


At the start of the level, skate down 
to the first ramp, then make а 180- 
degree turn. You should see two 
ramps, one on the left and one on 
the right. Build up some speed and 
vault off either ramp onto the street 
above. 


Once you land from your jump, take 
a left and skate down the street and 
under the glass walkway overhead. 
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A little farther down, you should see 
a truck trailer leading to a window. Use 
the trailer as a ramp to bust through 
the window and into a corridor. Con- 
tinue up the winding corridor and 
follow it up to the rooftop. 


5E 1170 
PM 


Once you're on the rooftop, you 
should see a big glass structure to 
your left and a little ramp to the 
right of that (in the background). 
Skate straight for the ramp, and hop 
onto the adjacent rooftop. 


ТІЛЕП 
435 


After you land on the adjacent roof- 
top, make a hard right and head to- 
ward the concave ramp wall. Press 
and hold J to build up speed, then 
vault up the concave ramp wall. 
When you come down, keep going 
in the direction of your momentum. 


SHITE TANEAAR 
435 


You should see a break in the wall 
directly in front of you in the shape | 
of a small ramp and the hidden tape 
floating just beyond it. Hit the ramp - 
with as much speed as possible so 
you can clear the break, then grab 
the floating tape and land on the 
building on the other side. Mission 
accomplished! 


+ 
5 


This run’s all about speed and main- 
taining control—so be careful! As 


soon as you start, press and hold J _ : 


to crouch. You should maintain a 
good speed and turn quickly. Stay in 
the middle of the track and avoid 
any rails. Take the narrow path be- 
tween the two rails and head straight 
for the ramp in front of you. 


Position yourself to take the ramp at 
the left corner. Ollie into the air to 
snag the "S? 


280 SHOUT 
221) 


Just after you land, veer to the right 


a bit and straighten yourself out. You. 
should immediately come (о а ramp. 


(€ 
Eus IR 


To avoid losing time, jump off the 
ramp on the left side; otherwise, 
you ШЕ be forced to grind dum a рве, 


250 


Immediately after landing the jump, 


-head toward the right—you should - 


see another ramp with a pair of 
pipes behind it come into view. - 
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Keep holding J to gain speed, then 5 
jump ой the ramp, and land and grind 


on top of the pipes. The "K" is float- 
ing in your мау 5 


After grabbing the "КУ" put on the 
brakes when you land and backtrack 
up the hill. You should see an incline 
that leads to a pipe extending across 
the chasm to your right. Head up the 
incline and grind on top of the pipe. 
to reach the other side. 


As soon as you get to the other 
side, you should see the "A" floating 
in the air above a concave ramp 
wall. Angle yourself to vault up the 
wall and catch the "A" without los- 
ing speed. Drop off the ledge and | 
back down onto the path. И 


SWITCH 50 50 GRIND 5 WAIL RIDE 
ROK 


take a swim. Proceed down the left 
side for a short distance until you. с> 
come to a small dirt ramp with the 
“Т” floating above it. Launch your- 
self off the ramp and grab the letter. 


_ As you skate down the hill, you 
should notice that the walls on 
“either side of you have become _ 


concave. Skate on the left side up 
to where the left-hand wall stops, 


“avoiding the small pool in the mid- 


dle of the path. - 


p 


STALE 


Мом angle yourself so that you're 


skating back and forth between the 
two walls to build up speed—just 
like you would on a half-pipe. 


ж E 
p. deti ~ 50 50 a 50 50 GRIND. 
|^ 302 Ka 


| Next to the far right wall, you'll see 


a rail. Once you've built up enough 
speed, angle yourself toward the rail 
and press G to grind on top of it. 
Now grab the last letter, “Е” 


Olce ouis on the main path again == The unique objective in the Down- 
_ keep to your left; otherwise, you'll. 


hill Jam level is to open five valves. 


_Аз you start your run, press and 
_ hold J to gain speed. Look immedi- 


ately to your right, and you should 
see two pipes attached to a stone 


© ramp Базе. - 
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Ollie off the base and into a grind 
on the pipes in order to turn on the 
first valve. 


As soon as you land, cut to the right 
of the first rail you see, then angle 
yourself so that you pass through the 
middle of the rail on your left and 

the ramp on your right. 


After you pass the ramp, the path 
flows to the right. Directly in front 
of you is another ramp with a valve 
on top. Vault off the ramp and over 
the stone structure in front of you 
to hit the valve. As soon as you land, 
veer to the left. 


Stay to the left and proceed up the 
incline. At the top is a pipe extend- 
ing above and across the path. Ollie 
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onto the pipe and ride it to the 
other side. You should trigger the 
third valve on the way over. 


After you reach the landing on the 
other side, immediately drop back 
down onto the main path and stay 
on the left side. After a while, you 
should see a big "Mountain Dew" 
sign attached to a natural stone col- 


umn with a ramp located a few feet 


away from its base. 


$ 


Press and hold J to build up speed, 
then hit the ramp as fast as you can. 
Just above the “Mountain Dew” sign 
and on top of the stone column is 
the fourth valve. You should hit the 
valve as you fly over the column. 


After you clear the jump, continue 
down the path on your left side and 
avoid any ramps or rails. You should 
soon see a pool in front of you and a 
structure in the background to your 
right. Don't go toward the struc- 
ture; instead, pass the pool so that 
the pool is on your right. 


After you pass the pool, you may 
think that the path drops off. It 
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doesn't—it simply slopes down. 
Follow the path down. 


Alongside the path on the way down- 
is a wall; on it is the final valve. As 
you start your descent, ollie up to 
clip it. 


Hidden Tape! 


This is one of the hardest hidden 
tapes to collect, primarily because 
you have to skate on some very pre- 
carious surfaces. Starting from the 
beginning, blaze a trail all the way 
down the path, staying as far left as 
possible, until you reach the incline 
leading to the pipe extending across 
the half-pipe-style gorge. Ollie up to 
the pipe, and grind your way across 
to the other side. 


Jump off the pipe and skate to the 
end of the ledge, where you should 
see another pipe that extends across 
the gorge to the other side. Hop 
on that pipe and grind your way 
across it. 


Now, here's where it gets tricky. 2 
As soon as you ollie off the second 
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pipe, skate toward the wall on your 
left. You need to do a wall-ride in 
order to cross the gap in front of s 


` you— but you must do it quickly; - 
_ otherwise, you'll fall back down to 


the main path. 


Once you complete that, head straight. 
for the dirt ledge in front of you and 
ollie up to it. Be careful not to build — 
up too much speed. The ledge is very 
narrow, and if you go soaring up onto 

it, your momentum will carry you over 
the ledge and down to the path below. 


Skate around the dirt ledge and past 


_ the "Mountain Dew” sign on your 


left, then get ready for a wall-ride. 


-You need to clear another gap just 


like before. و‎ М 


Once you perform the second wall- 
ride, you need to build up some 
wicked speed. Skate as fast as you 
can, then leap straight off the edge 
of the ledge you're on so you land 


_ on the column with the hidden tape. 


Come back next month as we 


2 conquer the last skatepark on the 


streets of San Francisco and tell you 


how to unlock the hidden skater! 27 = > 


Basic awardfighting 


422) 
Patience із: а virtue. Press and hold 
RI to block, then counterattack as 

$oon as an enemy hits you. Always 
score a strike. Watch'out, though, 

because bad guys сап 4о the same 

to you. 


а 
Whether you play as Lin or Kotaro, 
beating gangs of attacking enemies is 
the key to progressing through the 
game. The trick is.to fight enemies 
one at a time by moving slowly with 
your guard up (press and hold КІ 
and move the joystick) until 
the enemies are lined ‘up 
behind one another. 
Don't let them spread 
out and flank you (as 
Lin has done in the 
screen above). 


E 


CONTROLLER LEGEND 


L2: Change items 


Right Е 
| Joystick: Run Swing sword 
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PLAYSTATION 


WE SHOWED YOU.LAST MONTH HOW. ТО USE KOTARO'S DEADLY 
SWORDFICHTING TECHNIQUES AGAINST LORD ТОНЈО AND. His MINIONS 
NOW, TO BEAT THE (АМЕ, YOU MUST MASTER LINS ММА SKILLS.” 


BY BROTHER BUZZ 


Lin's Hdventure 


To beat the gang that attacks when 
you find Hanzo, concentrate on the 
leader. Defeat him, or the others 

will never stop fighting. 


Hanzo's Hapse 


When you find Hanzo's house, re- 
member: Broken атр, Stone Pave- 
ment, Banner, Path of Guiding, Light, 
and Temple. Write it all down. 


Genzo's Ganza 


Unfortunately, your pal Genzo has 
had а bad day. To lay him to rest, 
equip shurikens and hit/O to attack 
him from long range. His staff makes 
close fighting tough; and he has a 
trick spin move. Watch out when 
his hat flies off. 
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Karasu the Raven jumps around the 
bamboo scaffolding, so hit X to jump 
ир хо her and attack. When she 
charges her blue aura, she's about 
to unleash daggers (be prepared to 
dodge’or block these weapons): 
However, she’s. vulnerable as she's 
charging. After she transforms into 
the flying demon гауел, dodge or 
block her homing daggers. She also 
tries to land a flying kick on you 
when you block. 


The Terrible: tro 


The three claw-men by the ship- 
wreck are the toüghest ninjas you: 
face in Chapter 4. Prepare to use 
lots of heal herb and ointment to 
survive, then use hourokudama 
contact bombs го мувакеп the claw- 
mer аз you attack, 


hrough your guard, but their: long 
pincers or jabbing heads make it 
tough for you to, execute an inside 
attack. Be patient and attack after 
they've таде а move. If you face 
two, one, will try to set you up for 
a blow from the other. 


Най Bat ў 


finding Shin alive, it's time to fight 
him. Не has one unblockable attack: 
When he charges up energy pre- 
pare to hit X to jump over hi 


Conclusion 
However, уой d 
e Иа 1% "i 


When you r'eturn to: the village, you 
encounter à zombie reception com- 
mittee...about 192 in«attendance! 
There's no.choice but to. swing some 
steel беге, but one good slash downs 
ТЫ As they did against Kotaro, 
thet zombie villagers attack four аса 
time. Press and hold RI to keep up. | 
your guard, and don't let zombies , { 
surround you. Try to keep the fé nce 


eye-blasts, so try to run in and 
attack—if you score a hit, the eye 
has to recharge. You can’t com- 
pletely. block its claw attack either, 
but it.does less damage than the eye. 
If you obliterate Oda, you'll truly 
possess the Soul of the Samurai! 


i 
i 


cea you. 


14 
Lm і 


ЧЁГЕРЇ Ireatüri 
castle! ‘This is а МА thing SONDA 
Tohjo ї rises again! ЛЫ) defeat DS 


еси les —happourinkosho 
‘stars, hourokudama bombs, or. 


At last you've reached the, er, soul 
moveo E behind you. If hi b^ of this situation. Oda has turned 
‘you, you'll suffer major damage. himself Тасо a living Soul Bug factory. 

‚ | Аво bê on the lookout for two / You'll likely have to play as both 
‘types of long-range | attacks— | Kotaro and Lin and sacrifice one of 
dodge or leap over his blasts. them to аг down the Oda mon- 
M IS cse You UN block its sweeping 


Success! You've defeated Oda, and 


you've:saved old Japan from the 
Soul Bugs. (29 


| encounters With some bizarre and 
deadly creatures, They can't break , 


) A 4 ) 


6^ і 


САМЕРВО МОУЕМВЕВ 1999 WWW.GAMEPROWORLD. 


Fat tires and a serious attitude. It's a lethal combination that will take you just 
about anyplace, any time. So choose your vehicle wisely, then get off the asphalt 
and shout the monosyllabic mantra of 4-wheelers everywhere — Dirt good. 

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. Game Boy Color is a registered trademark of Nintendo of America Inc. 1989, 1999 


Nintendo of America Inc. All rights reserved. Hummer®, Humvee®, and the grille design are the registered trademarks of the AM General Corporation. AM General Corp. Test Drive and Infogrames are registered 
trademarks of Infogrames North America Test Drive Off-Road 3 © 1999 Infogrames North America. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 


ТЕЗІ DRIVE . 
OFF-ROAD gy) — > 


* Drive the mighty Hummer& 
* 27 vehicles with upgrades 

* 11 real-world tracks 

* Multi-player racing 

* Incredible 3D driving engine 


4 | шет пт ONE QUESTION’ 
гне мли MOTHER NATURE? 


حت 


PlayStation 


— 


To order direct call: 1-800-245-7744 
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ARCADE 


PART 3 


Here's the lowdown on five 
characters-Armor Ring, 
Ganryu, Baek, Jun, and 
Michelle Chang-who 
haven't graced Tekken 
arcade screens since 
Tekken 2. In this 
installment. ме give 
you killer beginner, 
intermediate, and advanced 
combos for all five. By Telesis 
(For Parts 1 and 2, please see the. 


BASICS 5 m^ ; August and September issues) 
SOMETHING OLD, SOMETHING NEW 


Ж ә 
Each of these five characters has a revamped look and comes |" Ж ми |77 m 1 М 
with more moves and juggles than they had іп Tekken 2. Tekken 4 ы У $ j 
Tag Tournament also has 12 time-release characters. Some of 
these hidden fighters include Bruce, Kunimitsu, Kazuya, Lee, 
and Wang. 


—( "FIGHTER SEDE! 


Baek and Michelle Chang _ Leland Ganryu 


TAG BATTLE 


Tekken Tag Tournament uses 

the popular concept of doing 

combat with a pair of fighters 
who you can switch between 
at will. Not only can you swap 

characters when one is hurting, 
but you can also switch them 
in the middle of a combo— - - 

which leads to some very real А5 Law, tap (> RP), and „..а; Paul runs onscreen, tap 


fry cone а Rabe Tbe; Teo orgy а 


3 E 
...as soon as Law lands from 


+. after Paul hits his oppo- 


and very dangerous combos then quickly tap LP, Change RP, RP.... nent, he automatically runs his backflip, tap LP to smash 
that drain life faster than you Fighter... offscreen and is replaced by his opponent across the screen. 
can say, “My token!” Law, who enters performing 


а backflip... 
Another Tag Combo in Action: The Team of Baek and Ganryu 


255: ве Е E E LE ee = 
Baek pops his opponent up — ...and then rolls offscreen... ...to be replaced Бу Ganryu... . ...who keeps juggling... „Ло a painful end! 


in the air... 


BRLRHCE, GRRSSHOPPER! Controller Le end LP Left Punch RP - Right Punch 
Tekken Tag Tournament is more balanced than other Tekken q 


LK = Left Kick RK - Right Kick 
Motion - Move the joystick in one smooth, continu- 


9 Punch e Punch ous BLON 
Tap - Tap the indicated buttons or directions 
in sequence. 
Charge - Hold the direction or button indicated for the 
time indicated. 


() = Execute commands in parentheses 
simultaneously. 


games. No one character stands out from the rest as "the best." 
Each character is powerful...if used well. While certain teams 
might seem to dominate, it's only because each fighter has a 
certain style. When you find a team that fits your style of play, 
it'll be easy to rule at the local arcade. 


Note: All techniques are described under the assumption. 
a Kick л that your character is facing to the right. If they're facing 
Fighter left, reverse any > and €- commands. 
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DEVASTATING COMBOS 


Three-Hit Beginner Double-Black Smash 


— ч, "n 


EE 


Tap >, motion У У > RP Tap 2, motion $ У > RP. 


Three-Hit Beginner Stun Combo 
РИ А 7 


While standing from crouch, 
tap LP 


Four-Hit Beginner Combo 


Hold ¥, tap LP 


Se 


Tap >, motion $ У > ВР 


Tap LP 


Tap (7 RK) 


Sin-Hit Intermediate Jail-Rick Combo 


Tap (7 RK) Tap LP Тар >, (> LP) Tap>,(>LP) Tap >, (> LP) Hold €, tap LK 


Three-Hit Expert Huge- Damage Combo 
Note: You can perform this combo only after you counter your opponent. 


й ES P ИИ Р = 4 


Tap (€ LP ВК) Tap >, motion $ У > ВР Tap >, motion $ У > RK 


_ —— 
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Ка __( LIFIGHZERESEDGE __ 


BEER 


EVASTATING COMBOS 


Тар >, motion $ У 21K ТаріР 


Tap >, motion У У > LK Tap LP. 


Six Hit Beginner Combo 
Note: fo enm 


Tap ( LK) | Tap LK 


Seven Hit Expert HeelLance’Combo 
Note: You can рого this combo. icm after you counter your opponent. 


Tap RK 


Tap (= RK) 


Tap ($ LP) 


Тар >, motion Tap LP Tap RP Tap LK, hold = Tap LP Tap RP Tap (LK RK) for 
V YOLK Note: This move will not hit your two hits 
opponent, but must be performed 
in order to complete the combo. 
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-— New and Improved! 


2222 


77/75 
1:900:860. TIPS 


дыг” 


АР” 


Canada 1.900.451.5552 


NINTENDOS^ 


=> * г 
PlayStation: | b 


WWF Attitude e WWE War Zonê 
Metal Gear, Solid ê Mortal Котђа а 
Rival Schools ® NEL Blitz 

MediEvil® Mega Man Legends , 
Silent Hill ê Knockout Kings 
Brave Fencer Musashi _ 
Crash Bandicoot: Warped 
Parasite Eve 
plus | Е games added weekly 


All-New Messages Weekly! 


Why call the amateurs when 
you can call the "PROS? 


More in-depth game tips and ag 
strategies than other tip lines! 


Message subject to change without notice. A service of IDG Games Media Group, San Francisco, CA. 


ann 


DEVASTATINGICOMBOS 


Three-Hit Intermediate “Big People 
Boot Ға Е 


s 


Tap (€ RP) 


Tap (€ RP) Tap (3 LP) Tap (> LP. RP) 


Four-Hit Intermediate Combo 
SS Faia 


3 
Tap (€ RP) Tap ( LP) Tap (У LP) 
Six Hit Intermediate Uppercut Crazy Combo 


Motion € и У Tap (У RP) Tap (У RP) Tap (X RP) Tap (У ВР) oe аз Тар (SLK) 


YLP 
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diti 


ШІН 


DEVASTATINGICOMBOS 


Six-Hit Intermediate Kazama Combo 


-a 


Tap (> RP) Tap (LP RK) for two hii Tap RK 
Note: This move will not hit your 


opponent, but must be performed 
in order to complete the combo. 


Six Hit Expert 


33 


Tap (LP RK) for two hits 


Tap (LP RP) 


Tap (LP RK) for two hits 
Note: This move will not hit your 
opponent, but must be performed 
in order to complete the combo, 
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TE FIGHTERSEDGE 


MICH 


DEVRSTRTINGICOMBOS 


Four-Hit Basic Combo 


Tap (У LK ВК) for two hits 
Six Hit Expert Combo 


Tap (f LK), or tap ($ LK) Quickly tap RK 


Seven-Hit Expert "You Da Man?" Combo 


S Ту: 


Tap (У LP) Тар (У RK), is 2. Quickly tap LK 
quickly tap LK 2 m 


Tap (Y LK RK) 
for two hits 
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ВАТТИЕТАМХ 


57/70 


ARMY MEN] 


FF | 
ANYTIME: \ ' 
ЕВЕ ^ | 
А | | “I've been canned from my ( '] 


ғ 
ATLANTA, GA ғ 


ім, 
last 4 jobs! THANKS, 300!” | 
Clifton Beaumont Ш һ 


a a Ф ШМ SDO 


te 


THERE'S NO RE 
0 BE AFRAID OF TH 


Sure, they SAY that if you just close your eyes and go to sleep, à 
nothing's gonna get you. But when those lights go out—that's when the 
nightmares come out. 
But hey- you've got 40 WINKS™. And you've got the power-the power to go 
wherever your dreams take you. The power to beat whatever nightmares 
you find once you're there. So close your вуез. 
Conquer Your Nightmares and Rescue Your Dreams! 


tributed by GT Interactive Software 
active Software Corp. The Eurocom logo 
PlayStation 


GT Interactive 
Software 


| 
\ 


Battle as а Ninja! Get the magic and become a wizard! Turn into a monster! Be a Super Hero! 


which produces such games аз 


Street Fighter Alphas for, the 


PHONE питве БО WE can УОП your prize. 
PlayStation 


Madden NFL 2000 


сс У а 244 | Special Teams and Stadiums, апа More 
PlayStation E 


NFL GameDay 2000 


Better Player Abilities, Different-Sized Players, and More 
ИНЬ — i ; 
200 AUER 


DU 


At the main menu, highlight System Options. Press Left or Right until 
Secret Codes appears on the menu screen. When it does, press X to open 
the Edit Screen, then enter the following codes to activate the cheats. After 
entering each code, select Activate Code and start a new game. 


Dodge City Stadium: WILDWEST 


REFISBLIND 


DONTGOFOR2 


|| 


At the main menu, select Options, then select Easter Eggs at the next screen. SEE 
5 1976 Raiders: 

At the Easter Eggs screen, select Add Entry and input the following passwords 

to activate the cheats. 


Note: А _ designates a blank space. | 198! Dolphins: 
Field Goals Are Longer: STEEL LEG | 1985 Dolphins: CHICKIN 


Hidden Difficulty Level: GD CHALLENGE 1986 Browns: KAMEHAMEHA 


No Penalties for the Home Team: HOME COOKING 1988 49ers: CALLMESALLY 


Players Are Tall and Thin: PENCILS 1990 Giants: ; PROFSMOOTH 


Punts Are Longer and Higher: 1997 Packers: 


The Running Back Is Juiced: $ É MOJOBABY 


Super Stiff Arm: PISTON 1 COWBOYS 


Bryan Williams 
Indianapolis, IN 
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and God said... 
"Let There Be tight" 


New Creation 


х WORM LIGHT * 


ust bera for your Game Boy Color 


www.nyko.com 


[ur 
HOLLYWOOD 


GAS 


«0 and WormLight (patent pending) are registered trademarks of NYKO Technologies, Inc. Game Boy Color is a registered trademark of Nintendo of America Inc. ©1999 NYKO Technologies, Inc. All Rights Reserved. 


PlayStation 


NCAA Football 2000 


Special Player Attributes, Special Teams, and More 
NIME. AN MENG 


ее” 
QUICK START 


CUSTOM OPTIONS 
SYSTEM OPTIONS 
USER PROFILES 


Play as Special Teams: At the main menu, select Game Options, then select 
Secret Codes at the next screen. At the Secret Codes screen, spell out the 
password for the team you want, then press Select to activate the cheat. 
If you entered the code correctly, you will hear a confirming sound. 

5 чазаа ==4 


1947 Агту: INSIDENOUTSIDE 


1962 USC: FIGHTFORTROY 
Secret Codes Menu: At the main menu, select Game Options, then select 
Secret Codes at the next screen. At the Secret Codes screen, spell out the 
password for the cheat you want, then press Select to activate the cheat. 1965 UCLA: 
If you entered the code correctly, you'll hear a confirming sound. 


BLUECHIP 


B 5 5 А 1989 Notre Dame: LIFTOFF 


Defense Always Intercepts the Ball: 


1971 Nebraska: GAMEOFCENTURY 
1973 Alabama: PLAYTHEPASS 


1975 Arizona State: DEJAVU 1994 Nebraska: STEAMROLLER 
View the Introduction Sequence: BIGSCREEN а SOR BENGANGHT 
994 GREENGANG | 


GOALLINESTAND ALMOSTNO.1 


: 1996 Florida State: GETTHEQB 


FOOTBALL s 


Ў 2 қ ر‎ XEM 
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Nintendo 64 
The New Tetris 


Turbo Mode and Music Kaleidoscope 


MENU 


ONER LANES 
abore 2 forponenr: 
OPTIONS A NE 


A АССЕРТ B BACK 


aue rete 
|| music LEVEL ул е 
| sex LeveL ЕРЕ || | 


T 
|| 


Turbo Mode: Ас the main menu, select One Player, and then select at the 
Single screen, choose New Name. At the next screen, input the name 
2FASTAU. Select OK, and then press А to start a new game. 


fABCDEFGHITKLMNO 
PORSTUVWXYZ0 12/3 |ж - 
(456789: 9 ЛИ MUSIC MODE: CHOOSE 


MALUCI 


ААССЕРТ В BACK А АССЕРТ В BACK. 


Music Kaleidoscope: At the main menu, select Options, and at the Options 
screen, select Audio. At the next screen, highlight Song, and choose Haluci, 
then press A. Now select Music Mode and scroll down to Choose, then 
press A. Return to the main menu and select One Player. At the Single 
screen, choose New Name, then input HALUCI as the name and press A. 


PlayStation 
NCAA GameBreaker 2000 
Reset Player Attributes, Stronger Offense, and More 


3 


ABCOEFGHIJKLM 8 
NOPQRSTUVWXYZ || 
ABCOLFGHLIKLM 
NOPQRSTUVWXYZ 


2123456789 
BEAT DOWN 
[Qna Ot Space 


At the main menu, select Customize, then at the next screen, choose the 
Easter Eggs option. At the Easter Eggs screen, select Add Entry. At the Add 
Entry screen, input the following passwords to activate the cheats. 


Note: А _ designates a blank space. 


BUILDER 
Win All Simulated Games: 
TOR 
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the bert 
place for 
video games 


www.funcoland.com 


new & preplayed video games 
decks & accessories 
great prices 
over 6,000 titles 
order online 


or call toll-free 
1-888-684-8969 


www.funcoland.com 


Bring Home the Fun? 


GA SAYUNI Playstation 


{=> 


© 1999 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All rights reserved. 


Nintendo 64 


Mario Golf 
Replay Hole, Cancel Swing, Alternate Outfits, and More 


Covrse View 
$core Card 
Grid Color 
Controls 

ive UP 


Replay Hole: Pause the game when it's your turn, select the Save and Quit 
option, and save the game. At the Main Menu, select Continue, and you'll 
begin at the last hole where you teed off. 


Cancel Swing: Press A to swing at the ball 
and immediately press B to cancel the ~ 
swing. This allows you to start your swing 

all over again. 


Push the Ball: When the ball lands on the 
ground, alternatively press Z and A rapidly 
to move the ball a little bit farther. 


Alternate Outfits: Ас the Character Select screen, when selecting a golfer, 
press and hold either top-C, left-C, bottom-C, or right-C. While 
holding the button, press A to select a golfer. When the game starts, your 
golfer will be wearing an alternate outfit. 


Left-Handed Golfer: At the Character Select screen, press and hold L 
or Z when selecting a golfer. If you entered the code correctly, а window 
" marked “Lefty?” will appear in the top left-hand corner of 
the screen. Start a game, and your selected golfer will 


be a lefty. 


Compliment Your Opponent: During your oppo- 
nent’s turn, press either Up, Left, Down, or 
Right. 
"M Taunt Your Opponent: During your opponents 


1 turn, press either top-C, left-C, bottom-C, 


or right-C* 
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PlayStation 


NFL Xtreme 2 


Ф 


па Change Character Animations 
=] ғы . а“ 


Hidden Playing Fields: Ас the main menu, highlight Rosters, and then press 
Right to enter the sub-menu. Select Create Player, then at the next screen, 
select First and input the first half of the code from the codes listed below. 
Then select Last and enter the second half of the code. Exit the sub-menu, 
return to the main menu, and select Quick Start to play on the secret field. 
Hidden Field First Last 

Aircraft Carrier Field: AIRCRAFT CARRIER 

Egyptian Field: EGYPT SPHINX 
Lunar Field; FIELD 
Pool Table Field: TABLE 


Urban Field: 


Change Character Animations: At the main menu, highlight Rosters, and then 

press Right to enter the sub-menu. Select Create Player, then at the next 

screen, select First and input the first half of the code from the codes listed 
below. Then select Last and enter the second half of the code. Exit the sub- 
menu, return to the main menu, and select Quick Start to view the various 
character animations. 


Character Animation First 
Big Head Mode: BIGHEAD 


Flat Head Mode: 
Long Neck Mode: 


COINHEAD 
GEORGE 
Long Arms: MONKEY 
Short Arms: SHRIMPY 
Big Players: 

Small Players: 


Reversed Animations: 
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о Doo 3 : EQUES 


PlayStation 


WWF Attitude 


Alternate Costumes 
Стата 1 ` 


SUPER STAR 


DERE? 


WAGER, 


At the character select screen, select a wrestler. Press X. For additional cos- 
tumes, press LI, L2, or R2 and simultaneously press X. When the match 
begins, your wrestler will be wearing one of the following new costumes. 


Note: X signifies that button alone; for Ll, L2, and R2, you must also press X. 


Al Snow: x: Blue spandex; LI: Spandex with job squad shirt; L2: Spandex 
with straps down; R2: Job squad suit 


Billy Gunn: х: Blue Mr. Ass shorts; LI: Pink Mr. Ass shorts; L2: Orange Mr. 
Ass shorts with Black Bad Ass shirt; R2: White Mr. Ass shorts 


Boss Man: x: Black vest; LI: Blue vest; L2: Blue old Boss Man shirt; R2: Blue 
with a yellow sash old Boss Man shirt 


Bradshaw: х: New blue design Acolyte pants; LI: Old brown design Acolyte 
pants; L2: Black trunks with vest; R2: Black trunks 


Christian: x: Blue pants; LI: Red pants; L2: Purple pants; R2: Teal pants 


D'Lo Brown: x: Pants with chest protector; LI: Pants without protector; 
L2: Pants with chest protector; R2: Blue jumpsuit with "D'Lo" down the leg 


Dr. Death: x: Red trunks; LI: Red trunks with white V tank; L2: Black span- 
dex suit; R2: Red spandex suit 


Droz: X: Gray shorts; 1: Orange shorts; L2: Green shorts; R2: Purple shorts 
Edge: x: Purple pants; LI: Blue pants; L2: Red pants; R2: Black pants 


Faarooq: х: New brown design Acolyte pants; Ш: Old red design Acolyte 
pants; L2: The latest N.O.D. outfit; R2: The old N.O.D. outfit 


Gangrel: х: Purple pants; 1.1: Black pants; L2: Red pants; R2: Blue pants 


Godfather: х: Red pants with white vest; LI: Green pants with white vest; 
L2: Yellow pants with black vest; R2: White pants with black vest 


Goldust: x: Spider face with shattered-dreams suit; L1: Warzone outfit with 
Goldust along the back; L2: Black-and-gold suit with Queen Eyes; R2: Super 
Gold-and-white suit with wig 


HHH: x: Blue pants with HHH on buttocks; LI: Green pants with HHH; 
L2: Silver newest outfit with HHH pants; R2: DX HHH with purple glittery pants 


Jeff Jarrett: X: Silver-and-red shorts; LI: Shorts with "Don't piss me off!" shirt; 
L2: Silver shorts; R2: White suit 


Kane: x: Latest suit; LI: Latest suit with reversed colors; L2: Fully sleeved suit 
with more slashes; R2: Fully-sleeved suit with more slashes and colors reversed 


Shamrock: x: Blue trunks; LI: Red trunks; L2: Black trunks; R2: Blue trunks 
with red boots 


Mankind: x: White shirt with blue sweatpants (with Mr. Socko as a ref- 
eree); LI: Homemade referee shirt with blue pants (with Mr. Socko); 
L2: Cactus Jack; R2: Dude Love 


Mark Henry: х: Blue spandex; LI: Black spandex; L2: N.O.D. outfit; 
R2: USA spandex 


Mosh: x: Red skirt with green headbanger shirt; 1: Purple skirt 
with striped stockings; L2: Blue skirt with green headbanger 
shirt; R2: Green skirt with green headbanger skirt 


Owen Hart: x: Silver-and-red jumpsuit with initials on it; 1.1: Yellow-and-black 
Danger suit; L2: Warzone suit ог???” black jumpsuit with Hart and wings 
design; R2: Slamee award suit 


Road Dogg: х: Neon green; Ш: Dark blue-and-white pants with "Oh, you 
didn't know?" shirt; L2: Pants with Operation DX shirt; R2: Black-and-blue 
pants with shirt that says "RD" on the chest 


The Rock: x: Dark blue “Bull” trunks; 1.1: Workout suit; L2: Bull trunks with 
red outline; R2: Trunks with green design 


Blackman: х: Dark blue pants; L1: White ninja shirt and dark blue pants; 
L2: Black ninja shirt and dark blue pants; R2: Black ninja shirt and red pants 


Stone Cold Steve Austin: x: Black trunks; 1: Black trunks and vest; 
L2: Bloodstone shirt and shorts; R2: Rattlesnake shirt and shorts 


Thrasher: X: Yellow headbanger shirt with dark blue skirt; LI: Red skirt and 
yellow headbanger shirt with striped stockings; L2: Green headbanger shirt 
with green skirt; R2: Second Warzone outfit 


Too Sexy: х: Zebra pants with “Too Sexy" along the side; LI: Zebra pants 
with zebra vest; L2: Green pants with “Тоо Sexy" along the side; R2: Green 
pants with green vest 


Undertaker: х: Newest suit; LI: Suit from Warzone; L2: Old Undertaker suit 
with purple gloves; R2: Old undertaker suit with gray gloves 


Val Venis: х: Shorts; Ш: Towel; L2: Black trunks; R2: “X” shorts with reversed 
colors 


Х-Рас X: Red X-Pac suit; L1: White-and-green X-Pac suit; L2: DX shirt with 
red X-Pac suit; R2: DX shirt with green-and-white X-Pac suit 


The V-BOX let the N64, PlayStation 

or Dreamcast work on your computer 
Monitor. Also connect with your VCR, DVD 
player or Camcorder 


24 bit true color video р 
No need to adjust brigbine ss, contrast, hue, or saturation 
Switch from NTSC/PAL automaticall: 


Change modes with one simple switch 
Please visit our web site: WWw.z64.com 


or call us toll free at: 888-666-8370 


Email address: sales@z64.com 
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САМЕРКО R NGS REVIEW 


Dear GamePros, 


Resident Evil 3: Nemesis is a fun game with a dark, frightening story line and 
in-your-face graphics that may not be appropriate for some gamers. That's 
why it's been rated Mature by the ESRB (Entertainment Software Rating 
Board). To be a smart consumer, you need to know that. In keeping with 
our mission to be a responsible consumer-oriented games publication, 
GamePro's ESRB Ratings Review supplies you with all the ratings for the 
games reviewed in this November issue. Use the ESRB ratings to be sure 

you'll enjoy the games you play. 

GamePro remains your magazine. 


Sincerely, қ 


~ 


Wes Nihei, Editor-in-Chief 
GamePro magazine 


ESRB RATINGS REVIEW 


Much like the movie industry, the interactive electronic entertainment industry 
adheres to a voluntary rating system developed by the Entertainment Software 
Rating Board (ESRB) so consumers know what to expect before buying a video 
or PC game. Each game reviewed in GamePro includes the ESRB's rating, which 
indicates the gamer's recommended age level. Following is a quick key to the 
most common ratings; for complete descriptions, check out the ESRB's Web 
site at www.esrb.org or call 800/771-3772 for more information. 


they may contain minimal violence, comic mischief, and/or perhaps 
some mild language. Most racing, puzzle, platform, and sports games 


fall into this category. 


Games rated TEEN are suitable for ages ЇЗ and up. These games could 
have violent content, strong language, and/or suggestive themes simi- 
lar to what may be in a PG or PG-I3 movie. Most one-on-one fighting 
games earn a Teen rating as do many outer-space shooting games. 


Games rated MATURE are appropriate for older gamers, generally 17 
and up. Much like an R-rated film, Mature-rated games may contain 


more intense depictions of violence, stronger language, and, on rare 
occasions, sexual themes. Gory fighting games and horror adventure 
titles are the most common Mature-rated products. 


Some of the season's most anticipated games haven't been rated yet, 
which means the words RATING PENDING may appear in ads or early 
reviews of these products. When these games are released, look for 


the actual ESRB rating icon on the game's package or check the ESRB's 
Web site for updated rating information. 


Games rated EVERYONE are fine for ages 6 and up. Like a G-rated film, 


WHERE TO FIND THE RATING 


GamePro understands that parents care about the 
content of the video games their children play. That's 
why every review printed in our magazine and posted 
on our Web site lists the ESRB rating. Below, we've 


BY SCARY LARRY 
Published by Electronic Arts жала соно. ETR 


549.95 B 4 players 


B Available now (СШ ESRB: 
prem Everyone. 


circled this rating in a sample review box to help 
readers locate it throughout GamePro. (Previews do 
not carry an ESRB rating as games are often not 
rated until they're ready for review and purchase.) 


NOVEMBER 1999 


Below is a list of games reviewed in the November issue of 
GamePro along with each game's ESRB rating: 


BattleTanx: Сіора!Авзаше......2.................... T 
Championship Moters «(es e t been rmn qe t E 
Command & Conquer:Tiberian Sun .................. T 


Demolition Racer asian ties рае 
Destruction Derby 64. 
Dynamite Cop....... 


Expendable ле из КЕ VO ао 

Final Fantasy Апеһоіору............................ т 
е ДЕ о иконите teer i т 
G-Police: Weapons оГ)избісе......................... T 
Hot Wheels Turbo Racing (Nintendo 64, PlayStation) ....... E 


Јев Богсе сетити ла По eicere eie ee sts E 
Knockout Kings 2000 
Monster Rancher 2 . . ... 
NASCAR 2000 (Nintendo 64, Ріаубғабоп)................ E 


NBA Basketball 2000 Lass Ca a a ECER heres E 
ОК а ооо Е 
NEE Quarterback/Glub 2000 Reve 67 E 
NFL:Championship 2000... ceret mette in E 
МНЕ расеотаоод x у ео а MEUS Е 


Omega Boost . 
Pac-Man World .. 
Rayman 2:The Great Escape ........................ E 


RC Siint СорЕеғ;; LAT PT E 
Sega; Bass! Fishing на rns SB E 
StarCraft б. A elis rentis қарынан ӨН Ыр T 
Street Fighter Alpha 3. ак t yere шыма T 
Suikoden |.... 

Thousand Arms 

Tony Hawk's Pro Skater «eese eer o evi T 
TrickStyle ааваа нао et eee reis AR E 
WCW Mayhem (Nintendo 64, PlayStation) ............... T 
Winback: Covert Operations ........................ т 
IWIpeoUt До АОН E 


Xena:Warrior Princess. . 
E=Everyone, T=Teen, M=Mature, RP=Rating Pending 


Note: Reviewed games subject to change without notice. 
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SHEET 


BLOCKBUSTER HOT 


HOT RENTALS 


1999 


NOVEMBER 


Nintendo 64 


. Army Men: 
Sarge's Heroes 


. WWF Attitude 

. Pokémon Snap 

. WCW Mayhem 

. NFL Blitz 2000 

. Madden NFL 2000 

. Mario Golf 

. Super Smash Bros. 

. NASCAR 2000 

. Shadow Man 

. BattleTanx: Global Assault 
. Duke Nukem: Zero Hour 
. Road Rash 64 

. NFL Quarterback Club 2000 
. Hot Wheels Turbo Racing 
. Monster Truck Madness 


то 


Rugrats: Scavenger Hunt 
. Superman 64 
. Re-Volt 
. Command & Conquer 


PlayStation 


1. Star Wars Episode |: 
The Phantom Menace 


. Dino Crisis 

. Final Fantasy VIII 

. WWF Attitude 

. WCW Mayhem 

. Driver 

. Legacy of Kain: Soul Reaver 
. Madden NFL 2000 

. NFL GameDay 2000 

. NFL Blitz 2000 

. Jet Moto 3 

. Tarzan 

. Shadow Man 

. South Park 

. NCAA Football 2000 

. Bugs Bunny: Lost in Time 
. NFL Xtreme 2 

. NASCAR 2000 

. Re-Volt 

. Hot Wheels Turbo Racing 


Air Hendrix's 
Can't Miss List 


November's gonna be 
all about action, with killer 

titles like Jet Force Gemini and Medal of 
Honor gunning for your gaming dollars. 
Plus, the hockey season's in full swing! 
Check out these must-play games! 


|. Medal of Honor (PlayStation) 
. NHL 2000 (PlayStation) 

. Jet Force Gemini (Nintendo 

. Knockout Kings 2000 


(Nintendo 64) 
. Syphon Filter (PlayStation) 
6. NASCAR 2000 (PlayStation) 


. Tony Hawk's Pro Skater 
(PlayStation) 


. Driver (PlayStation) 
9. Pokémon Yellow (Game Boy) 
. Speed Devils (Dreamcast) 
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SHARKWIRE ONLINE 


WHAT DON'T THEY WAN 


EMAÑ! ЗАМЕ SAVESM CODES), STRATEGIES, мос NEWS! SPORTS) LIFESTYLES) 


ав 5 
All-new player models feature | Over 1,200 all-new motion-captured 
real-life faces, eye black, | | animations by the New York Jets 
and breathe strips including punishing wrap tackles 


3rd generation Ultra Hi-Rez graphics 
for the ultimate in NFL realism 


Includes the expansion Cleveland 
Browns and Tennessee Titans debut 


™ 
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POWER ROCKET” 


RASH" 1 


RED BARON” 


SWEET 16" Il TWIN MILL™ WAY 2 FAST" TWIN MILL" II 


SHADOW JET" SUPER VAN" 


The Prima Logo and Prima Publishing ® are Registered ы 

Trademarks of Prima Communications, Inc. ELE c TRO М ІС. AR ] TS 
www.ea.com/hotwheelsgame The Electronic Arts logo is a trademark or registered trademark of 

www.primagames.com www.hotwheels.com Electronic Arts in the U.S. and/or other countries. All гі9Ң15 reserved. 


HOT WHEELS, flame logo and color “Hot Wheels blue” and associated trademarks are registered trademarks of Mattel, Inc., depicted here 
solely by permission of Mattel, Inc. The images of HOT WHEELS depicted here are © 1999 Mattel, Inc. All rights reserved. Red Baron™, © 1999 
Tom Daniel. The Mongoose™, © 1999 Tom McEwen. The Snake™, © 1999 Don Prudhomme. 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


„> 
No profit is made from these scans, nor do we offer г 
available from the publishers themselves. | 

[f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


